










































































ased on the premise that fairness is overrated. The Great 
Dalimiti™ is an interactive card game that’s easy to learn 


an enjoyable pastime for adults but can be played by children 
even as young as eight, Players strive to improve their positions in 
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this game of medieval one-upmanship, with the ultimate goal of 


the higher your social class will be in the following hand. Since your 
social class is indicated by your seating, each hand ends with players 
changing seats to reflect the new 7 social order. But watch out! In a single 
hand, even the lowliest Peon can unseat the Greater D aim util 


P.O. Box 707, Renton, WA 980574)707 Customer Service; 
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"And it shall come to pass in that day that 
the lord shall punish the Host of the high 
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The game of battling dragons from U.S. Card Games, 
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Dixie . 

The First Battle of Bull Run on your tabletop. 
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SHACKS PRESENTS 

is published bi-monthly by the 

ALDEfcAC ESTEttTATfttNT GftCXP 

as a supplement to SHADIS MAGAZINE 


SHADIS PRESENTS is FREE to subscribers (Le. 
they receive 6 issues of SHADIS and 6 issues of 

SHADIS PRESENTS}. 

Mailing Address is 
4045 Guasti Road, Suite 212 
Ontario, CA 91761 

(909} 390-5444 Fax (909) 390-5446 

Intern^ Address: JoUyGood.@aol.com 

Yearly subscription rates in U.S. funds 
areas follows- $21.00-11.5., 

$35,00 - CAN, $50,00 - Overseas 

Make checks payable to SHADIS. Advertising 
rates can be obtained by writing to the above 
address. Send SASE for Writers'/ Artists' Guide¬ 
lines, All material published in SHADIS MAGA¬ 
ZINE, unless stated otherwise, is copyrighted © 
1994, all rights reserved by the Aklerac Entertain¬ 
ment Group. Use of any trademark is not a chal¬ 
lenge to the trademark or copyright concerned. The 
appearance of articles on various game systems 
should not be construed as authorized material for 
those games. The mascots Game weaver™ and 
Shad™ are copyrights of Infinite Images under spe¬ 
cial license to SHADIS Magazine, 


Declaration of Independence 

The staff of SHADIS is determined to keep this 
publication independent and bringing our readers 
the best coverage of the gaming industry available. 
Although the Alderac Entertainment Group, 
publishers of SHADIS, publishes game systems and 
supplements, SHADIS will not become a house- 
organ. 

Our policy (written in stone) is that SHADIS will 
not review products produced by AEG and that 
AEG is limited to one full page ad per issue. In addi¬ 
tion, articles relating to AEG products will be limited 
to two issues per year — not to exceed a combined 
total of fifteen pages for both issues, (that works out 
to 15 pages per 672 published pages of SHADIS,) 

This policy actually penalizes AEG for being 
associated with SHADIS rather than having an 
unfair advantage over other companies. We hope 
this policy demonstrates our determination to keep 
SHADIS truly independent . 

Ammendmenft: The above declaration applies 
only to regular issues of SHADIS Magazine. 

AEG reserves the right to publish special issues 
of SHADIS PRESENTS which focus on in-house 
products. □ 






































What the Hell’s 
Going on Here? 


O kay, this thing you ho!d in your 
hands looks vaugely familiar. It 
kinda looks like SHADIS maga¬ 
zine but there's something amiss. Issue 
17.5? What does that mean? 

My God!” you gasp, “What have 
they done to my magazine?” 

To ease your fears, SHADIS is not 
changing its format to become a card 
game magazine. What you hold in your 
hands can be considered a new, supple¬ 
mentary publication to your usual offer¬ 
ing of SHADIS, 

SHADIS PRESENTS will come out 
bi-monthly between the regular issues 
of SHADIS, For clever subscribers, that 
means you will be receiving six copies 
of SHADIS PRESENTS with your sub¬ 
scription FREE! (That means you: I! be 
getting twelve issues for the price of 
six!) 

It's our way of saying thanks for 
your support and an added perk to 
entice more subscribers to come on 

board. 

The decision was made to launch a 
secondary publication for two reasons. 
One, it allows us better to serve various 


Cries F'roinn 

the Attic 

Editorial of a Madman 


aspects of our hobby by focusing on 
specific types of games and subjects. 

This issue, for example, is packed 
with articles and lists for the popular 
collectible card games sweeping the 
industry. 

The next SHADIS PRESENTS is 
slated to cover various movie and tele¬ 
vision tie-ins to gaming as well as tak¬ 
ing a closer look at the growing world 
of virtual reality and cyberspace. 

In the future, SP will focus on such 
things as miniatures, play-by-mail, live- 
action role-playing, historical gaming 
etc. We will also be able to feature 
issues that focus on specific genres of 
gaming such as dark future, horror, 
and so on. A ‘best’ of SHADIS is also 
slated to appear under the SP banner 
in the near future. 

SHADIS PRESENTS also allows us 
to bring on Guest Editors. We will be 
matching up qualified people from the 
industry cover their area of expertise. 
Case in point - this issue was pulled 
together by our own Card Games edi¬ 
tor, Dave Williams (Who, incidentally, 
was slated to write an editorial but col¬ 
lapsed from exhaustion before going to 
press). 

Consider these special issues as a 
bonus, if one issue doesn’t appeal to 
you, perhaps the next one will focus on 
a subject closer to your heart. 

I want to emphasize, however, that 
the regular issues of SHADIS will 
retain their original focus and coverage 
of the industry. Other than tweaking 
and polishing the format, SHADIS will 


remain the magazine you are familiar 
with. 

With that said, let’s continue with 
the issue at hand. No one can dispute 
the fact that the collectible card game 
craze which burst on the scene last 
year with the debut of Magic: the 
Gathering has forever changed our 
hobby. The card craze may taper off or 
even fade (though at the time of this 
writing, there are no indications that 
either is happening) but rest assured 
they will remain with us for a long, 
long time. 

It seemed fitting that the first issue 
of SHADIS PRESENTS should take a 
closer look at the World of Card 
Games. As I mentioned before, the 
task of writing and compiling the mate¬ 
rial that follows fell upon the shoulders 
of David Williams. It’s his first outing as 
an editor-in-training and 1 think he’s 
done an admirable job. 

Special mention goes to D.J. Trindle 
who worked long hours (including 
SuperBowl weekend!) helping trans¬ 
form David’s mountain of notes into 
something resembles a magazine. 

As always we thrive on reader 
response and interaction. If you like 
what we’re doing, let us know so we 
can press on. On the other hand, if 
you have a gripe or suggestion put it 
on paper and send it this way. 

(?. pilm — 

Jolly R. Blackburn 
January 28, 1995 
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Full R^Qistrstion 

(Includes: Rulebook, 3' x 2' Full Color Map, First Two 
Turns FREE! & 3 Month Subscription to GSl's Newsletter.) 

Turn Fee (2 & 3 week games available).... 

Rulebook Alone (wni apply toward registration). 

Full Color Map (Add $2.00 for mailing in tube) .... 

CREDIT CARDS ACCEPTED 


Produced in agreement with Iron Crown Enterprises, Inc., Charlottesville, Virginia, the exclusive holder of the world wide 
Fantasy Role Playing Game and Adult Boardgame license based on J R.R. Tolkien's THE HOBBIT® ME-PBM™ is a 
trademark property of Tolkien Enterprises, a division of Elan Merchandising Inc., Berkeley, CA; no unauthorized use 


ME-PBM ™ is a simulation of J.R.R. Tolkien's classic confrontation between 
good and evil. In the game, 10 players of Qood (Free Peoples) battle 10 
players of Evil (Dark Servants) while 5 Neutral- Players ponder when to 
choose sides. Lead armies of the Free against the onslaught of Evil or support 
the Darkness against the coming'of the Light! Create your own characters & 
portraits, and track all the events that occur on your fyU color 3'x2' map. 


1993 Game Manufacturers Association Award 


Manufacturers Association Award 
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In the Cards 


Written by David Williams © 1995 


RAGE™ from White Wolf 

RAGE is a trading card game of combat 
between werewolves and is scheduled for 
release on May 5, Players pit their werewolves 
against each other in brutal combat, using 
supernatural powers, summoning spirit allies 
and wielding mystical fetishes. The werewolf 
pack with the most renown wins, whether 
through destroying creatures of the Wyrm or 
defeating the other players' werewolves! 

RAGE features over 300 cards illustrated in 
full-color by some of the top artists in the game 
and comic industry. A game for two or more 
players, RAGE offers fast-paced action and 
easy playability. Flexible rules allow players to 
determine the length of their game, and no 
counters or markers are required for play. 



Wizards of the Coast , /nc. has announced 
that it is renaming its Jyhad™ Deckmaster™ 
game. The company has signed a contract with 
White Wolf, Inc. to change the game’s title to 
Vampire: The Eternal Struggle™. The 
unlimited version of the card game, in which 
players are vampires fighting an ancient war, 
will debut under the new title in the Summer of 

1995. 

H A lot of people see Jyhad in stores, but 
they don't know what it is," says Matt Burke, at 
Wizards of the Coast . "They don't understand 
what the name, Jyhad, has to do with vam¬ 
pires. Vampires and similar dark creatures are 
hot topics, and they have been for a couple of 
years." 

Besides changing Jyhad’s name, Wizards 
of the Coast is also making adjustments to the 
game's rules. "Weve rewritten and simplified 
the instructions, as well as added new rules to 
cut down on playing time, 11 says Burke. The 
rules changes will appear in instructions that 
accompany each starter deck and also in a new 
pocket player's guide, Darkness Unveiled™. 

The guide will be 100% playable with Jyhad 
cards. The game will also keep the green mar¬ 
ble look and Jyhad symbol The word Jyhad 
will be replaced with the new name. It is possi¬ 


ble that collectors will make a run on the now 
limited edition of "Jyhad" cards making than 
more collectible. 

A Vampire: The Eternal Struggle 

expansion set is scheduled to be released in late 
Summer 1995. 

Towers in Time™ by Thunder Cas¬ 
tle Games 

This Thunder Castle game was originally 
slated to release in ‘94, but production delays 
have pushed the release date back to early Feb¬ 
ruary. That means that it should be in stores as 
you read this, or else it will be out very soon. 
Thunder Casife will be running events 
throughout the year. The checklist for Towers 
in Time was presented in SHAD1S #16. 

The first four expansion sets which come 
out in approximately four month intervals; 

Greek Edition, Zodiac Edition, Amazon Edi¬ 
tion,Norse Edition. 

Highlander: the Card Game™ 

This game, also from Thunder Casffe 
Games, is scheduled for late February or early 
March. Highlander will be a one-on-one 
sword fighting game. The original set will be 
based on and use pictures from the television 
series. Fans of the original movie will be 
pleased to note that the second “movie" will 
not be used for any cards, and that expansions 
will be based on the first and third movies. The 
games will be one of attacks and defenses and 
will end when one immortal ‘takes the head' of 
the other. 

Some of the rare cards in the series will be 
character cards, which will allow the player to 
take on the persona of one of the characters 
from the show. The characters have advan¬ 
tages and disadvantages, and many of the most 
impressive and powerful moves in the game 
can only be used by a specific persona. There 
is a rumor that Sean Connery’s character Juan 
Sanchez Villalobos Ramirez may make an 
appearance in the first expansion. We can 
hope. ,,, 


Wyvem™ by U.S. Game Systems 

This game released in the middle of Janu¬ 
ary, and has been well received. All of the art¬ 
work for Wyvem was done by Peter Pracown- 
ic. The rules are straightforward, but still allow a 
bt of strategy, Wyvem has two ultra-rares: a sil¬ 
ver foil and a gold foil. These two cards can 
either be played or redeemed with US, Game 
Systems for money. The game is based on the 
dragons of myth and legend, which do battle 
for you. 

Because victory points can be gained even 
in a losing effort, strategy is constantly chang* 
ing. * 

This game has been hard to come by on 
the West Coast due to a distributor mix-up and 
Wyvem cards and packs are seeing amazing 
appreciation in California as people struggle to 
find the game. 

Sim City™ from Mayfair Games 

February includes the release of Mayfair s 
game based on the hit computer game. Sim 
City has 4 levels of rarity, and over 400 cards 
so that no two cities are ever the same. 

There is a series of special cards created by 
Mayfair for several companies it does business 
with. These cards are only available in limited 
quantities from the companies themselves 
(you've probably already noticed that you 
received one of the the two SHADIS Offices 
cards in this issue). 

Find more information about Sim City 
later in this magazine. 

Tempest of the Gods™ from Black 
Dragon Press 

This game by Bfacfc Dragon Press will 
release early this summer. Deities and their fol¬ 
lowers struggle for power. There will be about 
300 cards drawn by popular artists like 

Menges, Poole, and Van Camp. Tempest of 
the Gods is set in a fantasy land where gods 
war for control. 

Players will erect temples and shrines, dis- 
cover gates, cause plagues and famines, search 
for relics and more as they try to get the most 
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In the Cards 


followers. Its possible to win by either destroys 
mg your opponents or summoning a god. 

The Chronicles of Ilandor by Arm¬ 
chair Adventuring 

Scheduled for June, 1995 T the Chronicles 
feature artwork of Mark Poole and Quinton 
Hoover depicting a primordial world of elemen¬ 
tal beings. Games can simulate one-on-one 
combats through entire campaigns. Personali¬ 
ties and skills can expand and improve through¬ 
out the game. 

Blood Wars by TSR 

Blood Wars is the second card game from 
TSR. Blood Wars is based on the Planescape 
campaign setting for AD&D. Players control 
the legions of the Planescape warriors as they 
return to fight again and again. Blood Wars is 
scheduled for release in the next month. 



Avatar. Home: Sigit [Lady's Ward]. fJriu/wf, 

Personal Power: ftiis Warlord can stack any s\x 
Faction Legions In her Battle Hand. 

Rwhn Foittfr: The Lady can end an Action Phase 
Immediately, even in another player's turn, can 
celling the current Challenge [involved War- 
, toTdi ate flipped and the Battlefield discarded! 
and invoking a 2 -turn Challengcless period. O 
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Magic; the Gathering by Wizards 
of the Coast 

The Wizards have two expansion sets that 
have already been announced for 1995, The 
first expansion that will hit stores is the Ice Age 
expansion. Ice Age has been designed as a 
stand alone set of cards. Ice Age will be the size 
of Legends, and should have a balanced mix 
between power and utility like the standard set. 

Several magazines, including SHAD1S, are 
going to be taking part in an Ice Age Preview 
Card Program, where the participating maga¬ 
zine will have two Ice Age cards inserted in the 


magazine. These two cards will be available 
several months before the (identical) cards 
appear in the !ce Age expansion. Each maga¬ 
zine will get one card that all of the magazines 
will receive and one card that is exclusive to 
that magazine. These cards will reappear in the 
expansion and will be indestinguishable from 
their earlier released counterparts. 

The other expansion for Magic that has 
been announced is Chronicles* Chronicles is 
the name of the ' expansion sampler" that has 
been the talk of Magic players and speculators 
for months. Chronicles will reprint cards from 
the Arabian Nights, Antiquities, Legends, the 

Dark, and Fallen Empires. Cards that from sets 
like Legends will be the most populous in 
Chronicles due to the current difficulty in their 
acquisition, WotC will be reprinting Chronicles 
as long as there is demand. The cards in 
Chronicles will have different borders to make 
them distinguishable from the same card which 
appeared in a limited run expansion set. The 
idea for this expansion came from the frustra¬ 
tion of new players to getting the out of print 
cards from the early expansions. 

Cards will generally maintain their rarity lev¬ 
els, and cards from the basic set that are out of 
print will not return. 

Star Trek; the Collectible Card 
Game from Decrpfier Games 

SHADIS #1? contained some incorrect 
information about 5TTCCG. We reported that 


only 25 million cards had been printed. The 
truth is that there were 45.9 million printed. Its 
an understandable error, since the way it disap¬ 
peared, it certainly seemed like only 25 million. 

Magic; the Gathering the Computer 
Game by Microprose * 

This computer game for the IBM is sched¬ 
uled to be available '‘sometime this summer". 
Players will have several options for play includ¬ 
ing: on-line play (using a modem and an 
account with the selected on-line service} 
against opponents around the world, 
story/puzzle conflicts in which the player plays 
a mage on a quest, and dueling facilities in 
which any kind of deck can be made. Early 
tests seem to indicate that the computer ver¬ 
sion is very faithful to the original game. "A lot 
of effort has gone into the difficult task of mak¬ 
ing the cards perform as they do in the playing 
card version of the gameT 

The on-line and quest versions allow a limit¬ 
ed pool of cards in the beginning with which to 
start building your deck - this pool of cards 
grows with victories and experience. The 
online service selected for Magic: the Computer 
Game has not been announced. Expect a lot of 
signups for that service almost immediately 
after the game’s release. There are plans to 
have a variety of on-line experiences available 
including tournaments, challenge matches, 
quests, and other experience/card generating 
possiblities. A sample screen appears below, □ 
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Combat Card Chess 

Cr 


Written by David Williams © 1995 
Illustrated by Bill Reames © 1995 
Game Board Insert by Jeff Menges & William O’Connor © 1995 


M ordriar chuckled s/ighMy as he 

ran o hand through his long- 
grey beard. 

His opponent , the elderly mage 
Scrayton, looked across the chess 
board f greatly annoyed. 

“What are you /inding so amusing?" 
Mordriar smiled , his Zips t/ghtfy 
clenching fhe ivory stem of his pipe, 
“You've made a fotal error, old 
friend . That last move has cost you the 
game. In the interest of continuing our 
friendship, I offer you a draw. * 

Scrayton was visibly shafcen as the 
veins on his forehead rose , “Do you 
think me an idiot?I won't be baited with 
your tricks. I have you on the run and 
you very well know; it! Now PLAY!!” 

Mordrior smiled. “ Tricks? It doesn't 
require trickery to beat an old fool such as 
yourself. ” 

“Quit stalling! Your wagging toungue 
makes my head hurt!” Scrayton leaned 
back in his chair and motioned toward the 
chess board. 

“Make your move and be done with it!” 
“Very well # " replied Mordriar , “But 1 
assure you my intentions were honorable, w 
He waved his fingers over the obsidi¬ 
an dragon chess piece before him. The 
piece trembled momentarily before ris¬ 
ing s/ight/y and gliding across the mar¬ 
ble board. 

A brief battle ensued between the 
dragon and one of Scrayton*s knights. 
The blue smoke cleared revealing a 
King in imminent peril. 

“Checkmate!” whispered Mordriar. 

Scrayton 1 s robes billowed as 

he rose from the table and stormed to 
the door. 

8 -- 


Combat Card Chess 

Universal Rules 


Combat Card Chess is a variant for 
chess that uses the cards and some of the 
rules from each of the collectible card 
games available right now. The special 
Combat Chess Board (drawn by Jeff 
Menges and William O'Connor) has been 
inserted into the magazine. The rules for 
each game (Magic Combat Chess, On the 
Edge Combat Chess, etc,) are in two 
parts, in this section are the basic rules — 
the rules that apply to all games of Com¬ 
bat Chess. In the section of this issue 
devoted to each game, you find the spe¬ 
cial rules that apply to playing Combat 
Chess with the cards from that game. 

While an effort was made to keep the 
spirit of each card game in Combat 
Chess, it is not a variant on the individual 
games. The game is chess, but with a 
twist. The rules specific for using cards 
from each game will be referred to as 
“forms' 1 below (there is a Magic form, an 
Illuminati form, etc.). 

The Object: 

The Object of Combat Chess is to 
checkmate the King. It is not necessary to 
capture or kill the king. If the King dies 
because it initiates a battle and loses, the 
Kings owner loses. 

Setup: 

Each player starts with a set of 16 
pieces in the standard starting positions 
for Chess. Each form of Combat Chess 
has its own rules for choosing what card 
represent which piece, but the standard is 
that pieces range from lowest to highest 
power between pawns and the King 


which is the most powerful card. All the 
cards are originally played face down on 
the board and will be revealed during the 
game. When the cards are placed on the 
board, you may wish to put an actual 
chess piece on each card in order to keep 
track of what piece each card is. 

Each player needs to make a 20+ card 
deck from which to draw. The deck 
should be made up of the cards that each 
form allows and no more than 2 of any 
card. Each player should draw a 3 card 
hand to begin the game. 

Play: 

The standard rules for Chess apply 
unless otherwise noted below. All pieces 
move as they do in Chess. The turn 
sequence is as follows; 

1. Draw a card 

2, Play a permanent 

3, Movement/combat 

a. Move attacking piece 

b. Reveal both pieces 

c. Play temp(s) not required 

d. Resolve combat 

4. End turn 

1. Draw card 

Each player draws one card from their 
deck at the beginning of their turn. There 
is no maximum hand size, 

2, Play a permanent 

Each form has a set of cards that are 
defined as “permanents.” These are cards 
that are played and have a continuous 
affect on the piece. Cards are not played 
to affect the “environment” — only to 
affect the moving piece. If a card is 
played on a piece in this phase, then that 
piece must move during phase 3, A per¬ 
manent cannot be played on a card that 
already has a permanent on it. Each form 
has its own rules for how to play perma¬ 
nents. Playing a permanent on a card 
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Combat Card Ches& 


does not force it to reveal, but if a perma¬ 
nent is played on a card that is not a legal 
target, the permanent is wasted and can¬ 
not be replaced. 

3, Movement/Combat 

Pieces move as they do in Chess. A 
piece that moves does not have to turn 
over (reveal) unless it “captures' 1 an 
opposing piece. When a piece "captures” 
an opposing piece, they enter combat 
instead. When a combat occurs, both 
cards are revealed and are subsequently 
face up for the rest of the game. 

The combat rules are specific to each 
form and are included in the forms, if the 
defending piece is killed in the combat, 
the attacking piece gains the space. If the 
attacking piece is killed the defender 
keeps the space. If neither piece is killed, 
then the attacking piece must retreat to 
the space it came from and does not get 
another move. 

In the Movement/combat phase, tem¬ 
porary cards can be played (“temps'). 
Temps are defined in the form for each 
system. Temps can only be played after 
the defending piece is revealed, before 
combat occurs, but permanents cannot be 
played after the attacking piece has 
moved. 

4. End Turn 

Look up at your opponent and say 
"done”. 


Magic: the Gathering 

Combat Chess 

(Combat Card Chess for use with MTG) 


Setup: 

Pieces: 

1. The total casting cost of all pieces 
must be less than or equal to 50 mana, 

25 of which can be colored. 

' 

2. Piece designations: 

a. No piece may have a total mana 
cost of more than the king. 

b. The queen must be second most 
“expensive" to cast. 

c. Rooks must have toughness greater 
than or equal to knight and bishops. 

d. Knights must have the flying ability, 

e. Pawns must be less expensive than 
any back row piece. 

f. You cannot have more than two of 

the same creature. 




g. The Rooks, Knights, and Bishops 
must each be a pair of a single creature, 
(e.g. both Knights are Dragon Whelps), 

Library: 

1. The library is made up of creature 
enchantments, instants, and interrupts. 
The instants and interrupts must be able 
to target a creature. 

Combat: 

1. Attacking creatures automatically 
gain the ability: first strike. 

2. The defending creature is consid¬ 
ered to be “blocking" the attacking crea¬ 
ture for the results of special abilities. 

3. Creatures with a non-tapping/no 
mana cost effect may only activate it dur¬ 
ing the "temp 1 ' sub-phase of combat. 

Special Rules: 

1. Permanents can only be played 
onto creatures of the same color as the 
spell, but there is no casting cost. This 
means that permanents cannot be played 
onto artifact creatures. 

2. Temps can only be played if the 
color of the temp matches the color of 
your creature in combat. If this is the 
case, either the attacking or defending 
creature can be targeted. 

3. Creatures cannot tap to perform 
fast effects. Also, there is no mana avail¬ 




able to “power” fast effects on either 
creatures or enchantments (firebreathing, 
regeneration, etc.). 

4. There is no upkeep phase. 

5. X - zero for any spell with a variable 
cost. 


Spellfire 

Combat Chess 

(Combat Card Chess for use with Spellfire) 


Setup: 

Pieces: 

1. The pieces must be in the following 
order from most to least powerful with no 
piece having a higher level than one earli¬ 
er on the list: King, Queen, Rook, 
Knight, Bishop, Pawn. 

2. The total number of levels cannot 
exceed 75. 

3. The Rooks must be monsters. 

4. The Knights must be Heroes. 

5. The Bishops must be a cleric and a 
magic-user, 

6. You cannot have more than one of 
any hero, wizard ? cleric or monster. 

Library: 

1. The Library is made up of Magic 
Items, Artifacts, Allies and spells. 

2. Magic Items and Artifacts are con¬ 
sidered permanents. 

3. You may have no more than 5 arti¬ 
facts in your library. 

4. Allies and spells are considered 
Temps. 

Combat: 

1. Offensive items are only effective 
for an attacking piece and defensive items 
are only effective for a defending piece. 

2. If neither piece is killed, the defender 
keeps the space and the attacker must retreat. 

Special Rules 

1. Only clerics can use clerical spells, 
and only magic users can use magic 
spells. 

2. Any restrictions or bonuses on the 
cards are played normally. Consider the 
defending piece to be the defender and 
the attacking piece to be the attacker. 

3. Any special rules that champions 
have or are given by another card have 

their normal effect if they are about com¬ 
bat - otherwise, resolve case by case. 

- |[ 
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Combat Card Chess 



On the Edge 

Combat Card Chess 
(Combat Card Chess for On the Edge) 


Setup: 

Pieces: 

1. The pieces must be in the following 
order from most to least pull to bring into 
play: King, Queen, Rook, Bishop, Knight, 
Pawns. A piece cannot require more pull 
to bring into play than a piece earlier on 
the list. 

2. The King must have a pull of 2 or 
more. 

3. The Queen must be a female char¬ 
acter. 

4. Each pair of the Knights, Bishops, 
and Rooks must be from the same con¬ 
spiracy (Glorious Lord, Kergillian, etc.) 

5. Bishops must have at least 1 pull. 

Library: 

1. The Library is made up of Wham- 
mys (temps), equipment, and conditions 
(permanents). 

Combat: 

L For combat, compare the AP of the 
attacking piece against the DP of the 
defending piece. 

2. If AP is greater than or equal to DP, 
the defending piece is popped. If the DP 


is greater than the AP, then the attacking 
piece is popped. 

Special Rules 

1. Characters cannot crank to use spe¬ 
cial abilities. 

2. Sacrifices are legal If a character 
popped in combat is sacrificed for, the 
defender keeps the square, and the 
attacker must retreat. 

3. You may only play a permanent 
with a bulleted cost onto a character that 
shares a trait with the permanent. 

4. You may only play a temp with a 
bulleted cost during a combat in which 
your character shares a trait with the 
temp card. The temp card can target 
either the attacking or defending charac¬ 
ter if it does target a character. 


Doomtrooper 

Combat Card Chess 

(Combat Card Chess for Doomtrooper) 


Setup: 

Pieces: 

1. The two players should choose 
sides: one player can play the 
Doomtroopers, and the other will play the 
Dark Legion Warriors. 

2. The Dark Legion player uses only 
Dark Legion Warriors for its pieces and 
the Doomtrooper player should use only 
Doomtroopers, 

3. Each player has 60 destiny points 
to spend on their 16 pieces with the fol¬ 
lowing restrictions: The pieces must range 
in cost from most to least expensive as 
follows: King, Queen, {Rooks,Knights and 
Bishops!, Pawns, No piece may be more 
expensive than a piece listed earlier. 

Library: 

1. The Library is made up of weapons 
(permanents), Dark gifts (permanents or 
temps) and Arts (temps or permanents). 

2. Since the cards of Doomtrooper are 
not separated by whether or not they are 
permanent (Art cards and Dark Symmetry 
cards are either temporary or permanent, 
depending on the card), it will be neces¬ 
sary to interpret the length of the card’s 
effect to determine whether it can be 
played as a temp or as a permanent. 

Combat; 

1. Before the defending piece is 
revealed (if necessary), the attacking piece 



' 


must decide if the qombat will be per¬ 
formed as a ranged or hand-to-hand 
combat. 

2. Use the Doomtrooper combat rules, 
but wounded characters die. it only takes 
one wound to kill a character. 

Special Rules 

1. For any art card or dark symmetry 
card that requires a destiny point cost, 
two D are available to use the card. 

2. Any restrictions from Doomtrooper 
to playing particular cards are in effect. 

3. Citadels and cities are not usable. 


r 

Rain of 





Disaster! Thh> t$ 45 an Instant Attack to Destroy any 
Place. It does not requite an scion, lu Power ** 10 
against a Race at any stee, plus 4 for each Frog Cod 
the target player has in play, 

If the attack succeed*, the target Devastated 
fh« dk rol succeeds by more than the target is 
completely destroyed! 


Disaster 


A 


Illuminated 

Combat Card Chess 
(Combat Card Chess for use with Illuminati: 

New World Order) 


Setup: 

Pieces: 

1, • otal power plus global power of all 
sixteen pieces must be less than or equal 
to 60. 

2, Total Resistance of all sixteen 
pieces must be less than or equal to 64. 
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b. No piece may have a resistance 
higher than the king, 

c. No piece but the king may have a 
power higher than the queen, 

dL Bishops must be conservative. 

e. Rooks must be places, 

f, No group/piece may be repeated . 

Library: 

1. The library is made up of plot cards 
that affect power and toughness of 
groups. Those plots that have permanent 
effects are “permanents", and those that 
have temporary effects are “temps". 

Combat: 

1. During the temp phase, the attack¬ 
ing piece may have the global power of 
one face-up piece added to its power. 
The attacking player may voluntarily turn 
over a piece to perform this action, if 
desired. 

2. Before the defending piece is 
revealed, the attacking player must 
declare whether the attack is control or to 
destroy. If the attack is to destroy, the 
attacking piece has ld6 added to its 
power during the temp phase. 

3. The standard Illuminati: New World 
Order rules apply for pluses and minuses 
to the attacking group's power due to the 
same/opposite alignments of the attack¬ 
ing and defending groups, 

4. If after all adjustments are made, 
the attacking group has a power greater 
than or equal to the defender's toughness 
(versus power for an attack to destroy), 
then the defender is destroyed or con¬ 
trolled, depending on the attack made. 

5. If the attack was made to control, 
then the attacking group gains a bonus 
point to its power, global power (if it 
already has some), and toughness. A 
group cannot gain more bonus points 
than it has outgoing arrows. 

Special Rules 

1, There is no rule 1, 

2, Any bonuses on your face-up cards 
apply as if they were “part of your power 
structure” (e.g. “plus one on all attempts 
to control computer groups"), 

3, Fnord. 


Vampiric 
Combat Card Chess 

{Combat Card Chess for use u ith Jyhad (or Vam¬ 
pire: the litem til Stnitjgile) 


Setup 

Pieces: 

1. The pieces must be in the following 
order from most to least blood to bring 
into play: King, Queen, Rook, Bishop, 
Knight, Pawns. A piece cannot require 
more blood to bring into play than a 
piece earlier on the list. 

2. Each pair of the Knights, Bishops, 
and Rooks must be from the same clan. 

Library: 

1, The Library is made up of Equip¬ 
ment and retainers (permanents) and 
combat cards (temps). 

Combat; 

1. To resolve combat, consider the 
defending vampire to have "blocked" the 
attacking vampire and perform a combat 
between the two vampires. 

2. Whichever vampire has more blood 
at the end of combat wins and keeps the 
square. The other vampire is burned. If 
there is a tie, then the defending vampire 
keeps the square. If either vampire takes 
more damage that it has blood points 
remaining, then it is burned, and removed 


- Combat Card Chess 

3. If the winning vampire has taken 
aggravated damage at any point of the 
combat, it goes into torpor (see below). 
Mark the vampire as being in torpor in 
some fashion. 

Special Rules 

1. Before a vampire is revealed, note 
the number of blood points it has lost. 
After a vampire is revealed, note the 
number of blood points it has left. 

2. No piece may tap (or pay blood for 
actions/results if not in combat). 

3. Torpor: a vampire in torpor may 
not move. If it is attacked, it loses auto¬ 
matically, and is burned along with the 
piece that attacks it. A vampire may 
escape torpor if its owner voluntarily loses 
a turn and pays 2 blood from another 

vampire, 

4. A player may voluntarily lose a turn 
to allow a vampire to “hunt". It gains one 
point of blood. This cannot be “blocked" 
by any means, 

5. Any blood pod costs are paid off of 
the king. This applies for equipment as 
well as any other cards that would nor¬ 
mally require a cost of blood pool points 
from the Methuselah, 

6. If the king is ever without blood, the 
player may not make any move other 
than to allow the king to hunt. 

7. The costs and requirements for bring¬ 
ing a card into play are unchanged. The 
effects of cards are also unchanged, □ 


at that point. 
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Sim City 

An Introduction by Mayfaii* Games 


Hitting the counters this spring 
(approximate release date: March) is a 
collectable card game based on an award 
winning computer game* Sim City® has 
been enjoyed by thousands of computer 
gamers for over five years in its current 
format* But this year it will be entering a 
new market with SimCity® The Card 
Game™. This game lets players enjoy the 
challenge of building from a settlement to 
a thriving metropolis much the same way 
the computer game did, but with a twist. 
Instead of planning and building a city by 
oneself, players must work together to 
create a city that is a mix of all the play¬ 
ers 1 ideas. 



Add 2 to Residential* and Ho Commercial! 
wilhin 1 btarlk- 


Can you give us a brief summary of 
the game and how it is played? 

SimCity® The Card Game™ has 

many of the same goals as the computer 
game. Players start with empty space, 
building residential blocks, industrial 
blocks, and commercial blocks. They can 



play fire stations, police stations, schools, 
and other services that make an area an 
attractive place to build. The community 
grows from a settlement to a village to a 
town, and finally to a vibrant metropolis* 
Unlike the computer game, however, 
players do not start out with a set amount 
of money and pay to create zone areas. 
Instead, players start with zero bucks and 
earn money by playing a card and collect¬ 
ing the value of that card plus any bonus¬ 
es that come from where the card is 
placed. So players try to get money from 
playing cards in the right places while 
ensuring that other players don't get 
bonuses for playing their cards and still 
trying to nurture the fledgling village. And 
then of course they can try to become 
mayor and/or take over the city council 
(the two don't always go hand-in-hand)* 

I don't recall there being a city coun- 
cif in the computer game. Is this some¬ 
thing you added? 


This is a concept that has been around 
since the production staff first thought 
about turning the computer game into a 
card game. Everyone at the office liked 
the computer game, but realized that by 
its nature it was a solitare game. Since 
Mayfair is in the business of producing 
games that groups of people can play, 
the designers worked at making it a 
socially interactive game and came up 
with the city council. 

The city council is the governing body 
of the city. If a player wants to rezone a 
city block, or downgrade an area, he/she 
must get the approval of the city council. 
They vote on whether or not this action 
can occur, and the player must abide by 
their decision. 

So all the players are a part of the 
city council? 

Not necessarily* There are actual city 
council card that are part of the standard 
deck of cards that players draw from dur¬ 
ing the course of the game* If a player 
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Sim City 



draws a council member, he/she can pay 
money (to cover the cost of the cam¬ 
paign) and play it during the city phase of 
the game. The council member cards are 
placed on the table in front of the players 
and stay there for the rest of the game. It 
is possible for a player to go through an 
entire game without ever drawing a city 
council member card. Other players may 
draw two or three council member cards 
and have a stronger presence on the city 
council. Or players might also choose not 
to play their council member cards. Not 
everyone likes being involved in politics. 

The mayor card is a special card that is 
given to the player who lays down the 
first power plant and changes the village 
into a town. The player who becomes 
mayor has two votes on the city council 
and also breaks any voting ties. The same 
player is not necessarily the mayor 
throughout the entire game, however. 
Because the mayor is held financially 
responsible for any disasters that happen 
to a city, the player holding the mayor 
card may choose not to pay the full cost 
of the disaster and put the mayor card up 
for bid. This allows other players to have 
a chance at owning the key to the city. 

You mentioned disasters . How do 
they work? 


In the computer game, the computer 
controls the when and what type of disas¬ 
ters hit the city, in the card game that 
choice is left up to the individual players. 
Disaster cards are drawn from the deck 
the same way that council members are. 
Players can choose whether or not to 
play a disaster and when to play it. The 
only stipulation is that a disaster cannot 
be played before the third phase. We 
want to give the community a chance to 
at least become a city. There also is no 
penalty for not playing a disaster on the 

city. So players who are into friendly 
games can keep their disasters in hand 
until the end of the game. 

/ understand that SimCity® The 
Card Game™ uses two sizes of cards , a 
standard size card and a special long 
card. Doesn’t that make it easy to tell 
which card is next in the deck? 

It would if the players were only draw¬ 
ing from a single deck. But players will be 
drawing from two decks, a standard deck 
and a deck containing only the long 
cards. During the first two phases of the 
game, the settlement phase and the vil¬ 
lage phase, players can only draw from 
the deck containing the standard size 
cards. During the city and metropolis 
phases, players have the option of draw¬ 




ing from either the standard deck or the 
deck containing only the long cards. 

The long cards, by the way, are cards 
containing structures that are large 
enough to fit over two city blocks, such as 
a mall, or a monument or natural forma¬ 
tions such as the Grand Canyon that 
needs the extra space of a long card. 
When playing these cards, they must be 
placed width-wise over two previously 
existing cards. This way they will cover up 
the pictures and titles of the cards already 
placed, but the services (such as rails and 
road) will still be in use. 

How many cards are in your mix? 

There are 517 cards in the limited run. 
It takes a lot of blocks to make up a city, 
and we wanted to make sure that players 
had a good deal of variety so that no two 
cities would ever be the same. 

We realize that this might seem like a 
large number of cards for those people 
who enjoy collecting, so we have tried to 
collate them in a way that gives players 
more uncommons and rares than the 
standard mix. Our starter decks contain 5 
rares, 19 uncommons, and 36 common 
cards while our booster packs contain 1 
ultra rare (special long card), 1 rare, 5 
uncommons, and 8 common cards. We 
have also worked hard at designing the 
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Sim City 


game so that the common cards are use- 
ful in the game, and there won't be one 
or two cards players end up with quite a 
few of but can t use. 

The limited edition arent the only 
cards you're working on right now, are 
they? Foe heard that there are some 
promo cards that will be available to 
gamers . 

Yes, we have a promotional program 
that I am really excited about. We looked 
at the way that other companies were 
handling promotions, looked at the prod- 
ucts we are producing, and decided it was 
the perfect opportunity to promote our 
games and other businesses in the indus¬ 
try as well. So we invited some of the 
folks who distribute, promote, and sell 
our games to actually be a part of our 
game in a unique way. We offered them 
a chance to have their own promo card 
with a photograph that they chose as 
representing them on the card. The 
majority of the businesses gave us pic¬ 
tures of their offices and stores. Other 
organizations gave us pictures of local 
landmarks that they thought signified 
their area. After looking at all the pho¬ 
tographs that have come in, we are all 
pleased with the wide variety of cards we 
will have in our promo set. 

So each business has their individual 
card? 

That is the way we tailored them. We 
wanted the pictures, the titles, and the 
powers to reflect the business sponsoring 
the card. For instance, Liberty Hobby, 
one of our distributors, is located in Flori¬ 
da. For that card, we found a picture of a 
alligator farm. One of our retailers, 
Sword & Crown, happens to be located 
close to the University of Illinois, so their 
card has a special bonus if it is laid next 
to any card from the University Complex. 
We all had a lot of fun figuring out what 
bonuses to give the cards, and we ended 
up finding out quite a bit of interesting 
history about the people who promote 
and sell our products. 

All in all, we have had quite a positive 
response to our promotional cards. In 
fact, because we have had such a positive 
response from several magazines, we that 
we will ended up printing two press 
sheets of promo cards rather than one. 
Because of the tight schedule that the dif- 



SHADIS: 

□ SHADIS Administrative Office 

□ SHADIS Production Dept. 

Combo: 1 

□ Combo Administrative Office 

□ Combo Headquarters 

Game Shop News: 

□ Civil War Smelting Furnace 

□ The Big Chicken 

White Wolf: 

□ Forgotten Heritage 

□ Stone Mountain Monument 

Games Quarterly Catalog: 

□ Dream Park j 

Advanced Comics: 

□ Corporate Headquarters | 

Came lot ‘94/World Builder: 

OCamelot ’94 Headquarters 

£, ■ ^ % |i ’ • s 

Heroes World Distributors: 

□ Large Bridge 

Greenfield Distributors: 

□ Hobby Distributor 

Chessex Distributors: 

□ Chessex Park 

Berkeley Games: 

□ Pickle Factory 

The Armory: 

□ Game Distributor 

Maxis: > 

□ Sim Stadium 

□ Sim Nuclear Power Plant 

□ Sim Satellite Transmitter 

□ KSiM Broadcast Center 





ferent publications follow, we sent the 
first sheet to Carte Mundi last November. 

Who are some of the publications 
involved in this program? 

The people we are currently working 
with include SHADIS, White Wolf, 
Combo, Advanced Comics, Game Shop 
News, Games Quarterly Catalog, Con¬ 
jure, the Train Gamer's Gazette and 
Camelot 1 94/World Builder in the United 

States. Vaikyrie in England and Welt der 

Spiel in Germany are also working with 
us. So far we have been pleased with the 
way all of these cards have turned out. 
Most of the cards for the publications 
were on the first press sheet of promo 
cards which has already gone to print and 
come back, so they will be coming out 
during the months of January, February, 
March, and April. Tie Conjure, Valkyrie, 
and Welt der Spiel promo cards are on 
the second press sheet which will have 
gone to press by the time this article is 
out, and should be released in the sum¬ 
mer issues of those particular magazines. 

What about the distributors and 
retailers? When will their cards be com¬ 
ing out? 

With the exception of a few distribu¬ 
tors that made it into the first press sheet 
(The Armory, Berkeley, Chessex, Green¬ 
field and Hero's World), the majority of 
the distributor and retailer cards will be 
available during April and May. Because 
this program is meant to promote the 
business that are part of our support net¬ 
work, we are leaving it up to them to 
decide how and when they will release 
their individual cards. We will, however, 
publish a list of the promotional cards 
along with the organizations they repre¬ 
sent, so if gamers are interested in acquir¬ 
ing the cards, they will know who to con¬ 
tact. 

Now that you have the limited edi¬ 
tion finished, when will you be bringing 
out the unlimited edition? 

We are looking to have the unlimited 
edition in the stores during in early sum¬ 
mer. We will also be working on some 
expansions for SimCity® The Card 
Game™ so that players can modify their 
deck to make it represent a specific city or 
country. After that we will be looking at 
getting out a few of the other collectible 
card games we have in the works. □ 
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Souping Up Super Deck! 1 


Written by Spike Y. Jones © 1995 

i j 


Super Deck! has an interesting 
premise and follows the successful format 
of Magic: the Gathering, but it has two 
major faults: cards don't have the inter¬ 
locking strategic possibilities that make 
collecting large numbers of Magic cards a 
necessity, and too much of the game feels 
like a Magic-cloning, leaving Super 
Deck! without a feel all its own. 

But where Magic has virtually locked 
up the fantasy genre in collectable card 
games, Super Deck! is alone in the 
superhero genre. All that has to be done 
is for someone to exploit Super DeckFs 
differences from Magic in order to estab¬ 
lish it as a worthwhile game on its own. 

What follows is my attempt to add a 
bit of depth to Super Deck! collecting 
and play. 

The Nemesis Rule 

Most cards include short background 
sentences describing the origins of the 
characters. Sometimes, usually when 
drawn by the same artist, the heroes and 
villains depicted are meant to be connect* 
ed, but those descriptions have no game 
effects. 

The solution is to give these cards 
bonuses when used together. For exam¬ 
ple, the Hero and Villain Goodwin and 
Baldwin are twins separated at birth, and 
when they confront each other each 
should have a certain interest in the con¬ 
flict, thus receiving a +1 bonus to their 
point values. 

The following are a number of linked 
Hero-Villain pairs: 

•The Hero Rocket Blast is a “Com¬ 
mander in the Mars Corp [who] patrols 
the Asteroid Belt". The Villain Marsman 
is an “outcast and disgraced warlord of 
Mars', These two could very well be 
nemeses, and thus would each be at +1 
when facing the other. 

•The Villain Ms, Mensa’s description 
mentions an earlier defeat at the hands of 
Mr, Fixitt, but his doesn’t mention her: 
obviously, this encounter was more 


important to her, so when faced with Mr, 
Fixitt in a battle, Ms. Mensa is raised to 7 
points, but Fixitt gains nothing, 

•The Hero Dr. Gauntlet is the “last 
hope” for his homeland against “the con¬ 
tinuing aggression of Shokk”, but that VO- 
Iain’s card makes no mention of Dr. 
Gauntlet. Whatever the reason, Dr. 
Gauntlet goes from 8 to 9 when facing 
Shokk. 

•The Hero Savage Henry possesses Li a 
mysterious ancient stone” which sounds 

suspiciously like the “ancient mystic 
stone” that the Villain Argus lost. If they 
are the same, then Argus receives a 
bonus when facing Savage Henry, and 
the Hero might receive one against that 
Villain, 

Power Affinities 

The descriptions of some Heroes and 
Villains dwell on their abilities. When 
these match the powers described on Plus 
or Times cards there’s an urge to play 
them together, but the urge is quickly 
overridden by numerical concerns; if the 
player has the choice of playing a x4 Sta¬ 
tic Blast or a x5 Radar Sense with the 
electrically-linked Shokk, the obvious ben¬ 
efit of a x5 multiplier makes any other 
play inconceivable. 

Similarly, some Minus or Peril cards 
could be logically linked to Heroes and 
Villains, or to the Times card that a Hero 
or Villain uses, such as the Giant Mirror 
Peril which “can focus tight, power, 
sound, and even radiation", and which 
should then be used to improve the use of 
Intense Light or Sonic Blast. 

Such linked Times or Plus cards played 
on your own Hero or Villain should be 
worth one more point (either xl or +1, 
as appropriate) than the norma! value; 
Minus cards should be worth *1 more. 
Peril cards have no numerical value so a 
power affinity would allow the player to 
remove the Times card it is played 
against, instead of merely countering it. 


Here are a number of obvious power 
affinities: 

•The link between the Villain Mantis 
Man and the Preying Mantis Minus is 
obvious, but his description implies that 
he controls many different “bugs”, so a 
link to Killer Bees and Giant Spider is 
possible. 

•The Stiltmobile Plus specifically men¬ 
tions its creation by the Hero Mr. Fixitt. 

•The 1-point Villain Yarf the Troll's 
ability to destroy bridges should be linked 
to the Collapsing Bridge Minus, If a Col¬ 
lapsing Bridge is played on Yarfs oppo¬ 
nent, its value increases by -L Optionally, 
Yarf can also be linked to the Breaking 
Dam Minus. 

•The Sears Tower Location is the 
“secret site of the Committee to Restore 
Chaos”. While this has no effect on 
Heroes {it's a secret), Villains could gain 
an additional bonus when using it. 

•If both the Runaway Reactor Minus 
and the Radioactive Hazard Peril are in 
play against the same Hero, Runaway 
Reactor should be worth -6, but the play¬ 
er controlling these cards may instead 
decide to convert Radioactive Hazard's 

ib, 

effect from “counters” to “removes”. 

•The Super Pet Companion currently 
allows no extra cards to be placed on it. 
But the description says that “super-smart 
Muffin [builds] the equipment his genius 
dreams up”. A player should be able to 
add Pluses to Super Pet's stack, as long 
as they represent equipment, such as Util¬ 
ity Knife* 

•The Bearklaw Companion is 
described as “always well-armed”. As with 
Super Pet, Pluses should be playable or* 
Bearklaw, but only those that describe 
hand-held weapons, such as Semi-Autd 
Pistol, not other gadgets, or machinery 
like US Army Tank. j 

•The Hero Dinah Mite uses “secrel 
cybernetic patents’ 1 in fighting corporatd 
crime, and she may get a bonus when 
using any gadget Plus. I 
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•A number of characters fly, the most 
obvious being Fly girt who should receive a 
bonus when using the Right Times card. 
If other flying characters, such as Mr, Jus¬ 
tice, are given a bonus for using Flight, 
then Flygirl should receive an extra 
bonus. And as Super Pet can also fly t 
optionally Flight can be added to this 
Companion. 

•Flygirl should also gain a bonus when 
facing a Villain using an electrically-based 
Times card like Electric Fist because her 
powers are activated by exposure to elec¬ 
tricity. Playing an electrically-based Times 
directly on Flygirl has no special effect. 

•One of the strangest affinities is 
between the Hero Robot Rider, a 
mechanical cowboy, and the Cattle Stam¬ 
pede Minus. If that Minus is used against 
him, its effect should be reduced by 1 
point, or it could be ruled ineffective. If 
Robot Rider's player uses Cattle Stam¬ 
pede against an opponent, the Minus 
should be increased by 1 points. 

• The Villain Killer Squash can be 
defeated by acute cold. Thus, the Blizzard 
Minus, and the Cold and Ice, Weather 
Control, and Ice Times cards would all be 
improved when used against Killer 
Squash. Optionally the giant vegetable 
might be unable to use any of these cards 
in itself, 

•The Villain 'he Manifest created his 
own "secret base of operations 1 '. Thus, 
when the Secret Base Location is used 
with him, it should receive a 1-point 
boost. 

•The Labyrinth Minus states that this 
monster prowls the laboratory of an evil 
professor. If a Villain uses the Sinister 
Laboratory Location and then employs 
Labyrinth, the Minus should be increased. 

•Benny the Companion serves as a lab 
assistant to Villains. Thus, if his master 
employs Sinister Laboratory, Benny’s 
value should increase. 

•The Falling Airliner Minus was crip- 
pied by "an experimental anti-aircraft mis* 
site”. If played on a Hero stack that con¬ 
tains the Anti-Aircraft Missile Plus, Falling 
Airliner s value should be increased, 

•Just as the Weather Control Times 
cancels weather-related Minuses, the 
Water Times should protect Heroes and 
Villains from water-linked menaces. When 
used on such a stack, the Sea Monster, 
Breaking Dam, and Tidal Wave Minuses 
could lose 1 point of effectiveness, while 
Water could prevent use of the Great 
White Shark Peril. Perils tess-directly 


linked to water, such as Battleship, would 
be unaffected. 

Special Effects 

There are a number of changes to the 
rules that would affect groups of cards, or 
even all the cards in a game: 

•A number of character cards express 
an affinity with money, such as the Com¬ 
panion Thug and the Villain Hitman. The 
only card in the game that implies large 
amounts of money is the Location First 
National Bank. At the option of the con¬ 
trolling player, First National Bank can 
lure a Thug away from an opponent, 
transferring him to the side of that play¬ 
er's Villain. Against Hitman, Captain 
Ostraca, Col.Calamity, Bounty and 
maybe Skul, use of First National Bank 
can remove those Villains from play on 
an opponent’s side, or the controlling 
player can use this Location card in his own 
Villains battle to gain an additional +1. 

•There are a number of exceedingly 
weak Heroes and Villains, such as Dinah 
Mite, Flygirl, and Yarf the Troll, which 
have little strategic value, and which will 
be the first eliminated when a player 
begins customizing. To make them useful, 
the rules need be changed so that a play¬ 
er can replace his opponent 5 s high-value 
Base cards with these low-value replace¬ 
ments {with care taken to remember who 
owns the cards). 

•The Time Warp Special forces the 
last turn to be replayed with different 
cards, but it does nothing to prevent 
those same cards being used on a subse¬ 
quent turn, while the Time Triangle Spe¬ 
cial merely cancels any one card an oppo¬ 
nent played. Optionally, either of these 
cards could have a different effect with 
more of a time-reiated feel to it: the play¬ 
er of one of these cards can go through 
his discard pile, trading the Special for 
any one used card which is then placed in 
his hand. 

•If one player is saddled with a deck 
that contains low-value Minuses while his 
opponent has high-value Pluses, there is 
little he can do to defeat his opponent. 
So, optionally, players can be allowed to 
play as many Minuses on a single Plus 
card as they desire, with the usual stipula¬ 
tion that the total value of the Plus and 
Minuses never goes below zero. Players 
may even want to allow multiple Pluses in 
a stack, but this has the potential to 
destroy play balance, and should only be 
done after serious consideration and 
some experimentation. 


- Souping up Super Deck! 

Errata 

The following are some apparent mis¬ 
takes, plus a few cards where the suggest¬ 
ed change is strongly suggested by the 
wording of the card. 

•The Claw of Revenge Special is used 
to remove a Minus from a Villain's stack, 
so it should be marked H V'\ 

•The Sinister Lab Location is usable by 
both Heroes and Villains, but the word 
"sinister' 1 in its name hints that it should 
be marked Ll V” for the use of Villains 
only. 

•The robots on the Robot Rampage 
Minus are obviously gigantic from the art¬ 
work and description, and should be 
counted as "giants” when confronted with 
Shrink Rays and Shrink Potions, 

•It would be illogical for a players Bul¬ 
letproof Vest Plus to protect both his 
Hero and his Villain simultaneously, so 
the card should be amended to say that 
the opponent is prevented from playing a 
rifle or pistol "in this battle”. 

•The Super Pet Companion states that 
Muffin is placed next to a Hero stack. 
Thus, the card should be marked “H”. 

•The Chopper Three Plus should be 
added to the list of aircraft affected by 
Anti-Aircraft Missiles. 

Caveats 

There's no reason why all of these 
Super Deck! options have to be includ¬ 
ed; the player can select a few of the 
most interesting changes and employ 
them, ignoring those that are of less inter¬ 
est, or which might cause problems for 
him. 

The design of these variant rules was 
to improve the storyline of a Super 
Deck! game, as well as to increase the 
strategic importance of some cards. 
Unfortunately, both of these considera¬ 
tions can have an unwanted effect on the 
mathematical aspects of game play; if an 
8-point Hero receives bonuses from both 
a power affinity, and the nemesis rule, he 
can become a 10-point Hero, and thus be 
more powerful than any other card in the 
game. If a player concocts a customized 
Super Deck! deck designed to take max¬ 
imum advantage of these new point val¬ 
ues, other players may want to reduce the 
number of variant rules used when they 
play with him, or may decide that the 
“hostage” rule won't be in effect if any of 
these variants are being used. In all cases, 
remember that having fun with Super 
Deck! is more important that slavery to 
any rules. □ 


SliADIS PRESENTS © 1995 


19 







A Guide to the Card Game 

Aftermarket 


Written by David Williams © 1995 


Y ou may be asking yourself, “What 
is the card game aftermarket, and 
why should I care?"’ If you bought 
this magazine then you’re part of the card 
game aftermarket. A product is an “after- 
market product” if it is produced to com¬ 
plement, accessorize or supplement any 
other product already out in the market 
place. The various magazines that are 
vying for your attention about card games 
are only one example. This article will 
look at some of the aftermarket products 
that have sprung up in the gaming indus¬ 
try that are making the card games more 
fun, more stylish, and easier. 

The most widely used but least obvious 
aftermarket card game product are card 
boxes — the flimsy boxes and cellophane 
wraps that the cards originally come in 
won’t keep your cards safe or organized. 
Fortunately, the sports card industry start' 
ed booming in the eighties and there 
were already a variety of ways to store 
and protect cards when the Magic boom 
hit. However, with the enormous sales of 
the collectable trading card games, card 
boxes are being produced specifically for 
the collectable card games. 

Also, the products that are designed 
for sports cards aren’t designed to be 
sturdy enough to withstand the abuse of 
being carried around on a daily basis. The 
Duelmaster Deck boxes and Card 
Crypts from Alderac Entertainment 
Group are a sturdier cardboard box cov- 
ered in full-gloss artwork by artists who 
have produced art for the most popular 
games like Magic and Jyhad* Only 
slightly more expensive than the white, 
folded, corrugated cardboard sports card 
boxes, they are sized for single decks 
(Duelmaster: about 80-100 cards) and 

collections (Card Crypt: 800+ cards}* 

The Master's Box by The Wood 

Den is an upscale box to hold your cards. 
It holds over 800 cards, is made of solid 


mahogany with brass hinges and has a 
protective coating. This sturdy and 
good-looking box is aimed at the most 
serious card gamers* Priced at $21.95, 

this product is best used for your most 
cherished cards. 

Amongst other sports card products, 
the most popular with card gamers have 
been card sleeves and binders* The indi¬ 
vidual card sleeves vary in price, size and 
rigidity depending on just how paranoid a 
player is about card damage. While card 
sleeves are banned in most tournament 
play, they remain very popular in social 
games. Binders are an outstanding way of 
organizing a collection of cards — using 
plastic sheets that hold nine cards to a 
page (they can hold more, but only display 
nine per page), a complete set of a game 
fits nicely in a two-inch three-ring binder. 
The binder protects the cards from bumps 
during transport, and the sleeves protect 
them from the other cards. 

Also very commonly used are gaming 
stones, one of the most versatile of the 
after-market products. These colored 
glass stones were first used widely in the 
game Rente, and have been sold for 
years as markers. Players use these 
stones in their card games for a variety of 
different uses, from keeping track of lives 
or points to marking actions used by 
cards. Gaming stones come in a spectrum 
of colors, and the dark red is particularly 
popular for keeping track of “blood 
points” in Jyhad* One company, Shield 
Games (licensed by White Wolf) even 
went so far as to sell the red stones in a 
Blood Bag" — a simulation of the bags 
used by blood donors. Pretty gruesome, 
and fairly ingenious* Some players have 
seen too many of the colored, translucent 
gaming stones and have gone to other 

more exotic stones: agate is popular, as 
are other semi-precious stones. 


Most of the card games have at least 
one number to keep track of during the 
game (life points, for instance), and dur¬ 
ing the heat of battle, it's too easy to for¬ 
get. While some players simply use a pad 
and pencil, that's not nearly stylish 
enough for others. Scrye Magazine and 
Reaper Miniatures are selling the Scrye 
Life Counter — a metal miniature of a 
spellcasting wizard that rotates on its base 
to point at the player's current total. The 
base can flip over to provide a larger 
range of numbers. The miniature comes 
in several colors. v 

Many players use dice to keep track of 
life points or any other bookkeeping 
activity. There is a nearly infinite variety 
of dice available in all sorts of sizes, col¬ 
ors, and materials, Your game store 
should have an assortment to look at. 

The Mystical Companion and its 
supplement, the Codex of Shadow 
Sorceries, were created by Hunted Har¬ 
lequin Games, for use with Magic: the 
Gathering, These two paper-tablet-sized 
products provide a series of aids for both 
the Magic players and collectors. Deck¬ 
building tips, playing mats, variations, and 
other useful information and tools are 
inside. 

In the eternal quest to keep their cards 
well protected, some players are using 
products like Spellground, a playing sur¬ 
face for your games. The surface of Spell- 
ground is an imitation animal skin that 
feels like a very soft leather; there is art¬ 
work across the mat which adds to the 
ambiance of the games. Spellground's 
highest purpose is to provide a snag-free 
surface on which to play so that you can 
concentrate on destroying your oppo¬ 
nents without worrying about destroying 
your cards. 

Some players have taken to a more 
visual approach to Magic and have 
bought and painted many of the Magic: 
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Aftermarket 


the Gathering Collectable Miniatures. 

When this player summons a creature, it 
cart appear on the board and provide just 
a hint of intimidation. The Magic minia¬ 
tures are produced by Heart breaker Hob¬ 
bies , and with new miniatures coming out 
every month, there are more and more to 
choose from. The Magic: the Gathering 
Collectable Miniatures partially inspired 
SHADIS" board game The Conquering 
(in issue #17), and are perfect for use 
with the Conquering. With the recent suc¬ 
cess of the Star Trek: the Next Gener¬ 
ation Customizable Card Game, the 
miniatures line by Micro Machines can 
make an already visually exciting game 
even better looking. In fact, just about any 
game can be a souped up f ' with a couple 
of appropriate miniatures. 

With the enormous quantity of cards 
that most card gamers have in their col¬ 
lections, a method of keeping track of 
them is a necessity. While some people 
don’t mind using the “throw them all in a 
box and I’ll find them later 1 ' method. 


many people are now letting their com¬ 
puters do the paperwork for them. The 
Gamecard Wizard by Digrta/ Alchemy 
is a Windows™-compatib!e program that 
tracks and sorts your collection. It is 
designed to hook into price lists electroni¬ 
cally and provide pricing info on your 
cards as well. There is shareware available 
on the Internet which does all of the same 
things for the Macintosh, using advanced 
hypercard stacks, called the Duelist's 
Companion. Deck Daemon vl.2 is 
another PC software product that tracks 
card collections. With the large number of 
new collectable card games scheduled for 
release this year, one can only speculate, 
as so many card game buyers have done 
over the last year, what other new prod¬ 
ucts will appear 

Such products are a sure sign that the 
collectible card game niche will be with us 
for a long time to come, □ 


"SflfiD HfiS 

LEFT T|fE 

BUILDING" 



Shadis and AEG have moved to new 
offices! Please make note of our new 
address and phone numbers. 
SHADIS* 4045 Guasti Road, Suite 
212 Ontario, California 91761 
Phone (909) 390-5444 
Fax (909) 390-5446 


Boost 11 your NUCLEAR WAR game into the 90s- 


with Nuclear War Booster Packs! 
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Each pack contains 8 new, full-color, randomly selected cards that can be add* 
to your Nuclear War, Nuclear Escalation or Nuclear Proliferation card games. 
All new cards to enhance your game. More warheads (like the awesome 200 
megaton) new secrets, more special cards, (like the horrifying doomsday devio 

There are more than 40 different cards in all. 


So get 'em fast - before they blow out of the store! 


$2 for an 8 card pack, (Sorry you can't ask for specific cards) Flying Buffalo Inc, P.O. Box 1476, Scottsdale, AZ 85252 
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Star of the Guardians: 

An Introduction 


Written by Don Perrin © 1994 


The game comes in two formats: sin¬ 
gle decks of 60 cards with a rules sheet, 
and booster packs of 15 cards. The rules 
will be printed on a large (11 ,T x 14") 
piece of paper, folded to fit the box. One 
side will have the rules, and the other will 
be a playing mat, System cards (analo¬ 
gous to “land 1 ’ cards in Magic: The Gath¬ 
ering) will only be available in the decks. 

So, how do you play? The easiest way 
to illustrate the game is to describe a 
game in play. 

In a two-player game, the players will 
place the rules sheet, turned upside down, 
between them. On it is printed five lane 
markers, a place for the unused pile, dis¬ 
card pile, playing area, and a Power Point 
pad for each player. Both players draw 
six cards from their shuffled decks, both 
place markers indicating that they have 
25 Power Points, and one player is cho¬ 
sen to start. 

The first turn, Player 1, Kristie, draws 
a card from the unused pile into her 
hand. She has two System cards in her 


hand, so she decides to play one of them. 
Both players start with the Warlord’s 
Home System already in play, so this Sys¬ 
tem is her second such resource. She 
gives herself another Power Point for the 
System card that she played. The only 
way to go up in Power Points is to bring 
System or Special System cards into play. 
She has a Light Cruiser card (the Ares 
Class), and decides to play it, paying the 
two influence points (from the two Sys¬ 
tem cards) that she had available. The 
ship is deployed into one of the lanes — 
Kristie chooses lane E. She can't attack 
her opponent until he either has ships in 
pi ay, or Kristie has eight attack points (cal¬ 
culated by adding all of the attack points 
from all the ships in her fleet, plus any 
bombing points available from Bomber 
Squadrons) She can do no more this turn 
(all of her Influence Points are “used,” 
thus Kristie cannot deploy any more 
cards). 


tern card, the Vangelis System. He 
decides to play the Vangelis System, It 
provides two Influence Points, as opposed 
to the one point from a regular System 
card. Further, if John has Vangelis in 
play, Kristie cannot play the same Special 
System (unless she can get rid of John s 
Vangelis). John goes up two Power 
Points, as Vangelis provides two Influence 
Points. 

John now has three Influence Points 
available to him, but no ships in his hand. 
He does have a Dirk Fighter Squadron, 
though, and decides to spend all three 
Influence Points, and deploy the squadron 
to his Warlord's Home System. 
Squadrons can only be based on systems 
that have spaceplane bases or carriei 
ships. The Warlord's Home System fits 
the bill, and John places it there. Fightei 
squadrons are purely defensive in nature. 
They cannot attack ships or the Warlord's 
Home System, but can be used to shoot 
down any incoming Bomber Squadrons. 

it’s now Kristie's turn. She makes 
available (turns upright) all of her used 
System cards, so that they can be used 
again. She draws a card, and is able to 
play another System card, and gains 
another Power Point. She now has three 
Influence Points to draw upon, and 
decides to use all three — two for another 
Light Cruiser, and one for a Destroyer, 
These she deploys into lanes B and C. 
She still only has five attack points, but 
she's getting close, unless, of course, 
John decides to play a ship. If Kristie gets 
to that magic number of eight attack 
points, she can do damage directly to 
John's Warlord’s Home System, so that 
John would have to remove the damage 
from his Power Point total. The other 
way to do damage to John is to destroy 
squadrons and ships (with any associated 
crew and weapons) in combat. When a 
ship or squadron is lost, the owning play¬ 
er loses Power Points equal to the original 


It’s now John’s turn. He draws a card 
He’s got a System card and a Special Sys 


Players use their 
playing area to place 
systems, artifacts and 
personalities. 
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cost of the ship or squadron, plus the 
costs of any attached weapons and crew. 

John goes again, and this time plays a 
System card. He uses the available Influ¬ 
ence POints to play a Personality Card 
{Warlord Bayne). Warlord Bayne has no 
special ability, but can provide a Personal- 
ity Point. All of the more powerful cards 
need at least one Personality card to play. 
They are a major constraining factor in 
the game. 

Kristie’s turn provides her with another 
System card, and she plays a Legendary 
Gunner Crew card onto her Ares Class 
Light Cruiser, and she plays another 
Destroyer into Lane E with the remaining 
Influence Point. The Legendary Gunner 
provides +2 to the attack of the Light 
Cruiser that the crew is attached to. 
Kristie now has the requisite 8 attack 
points, and declares an attack. 

At this point, John could maneuver his 
fleet to the best possible position, but he 
has no ships in play. He has to stand and 
take it. He loses 8 Power Points, 


Now, it’s John’s turn. He makes avail¬ 
able his System and Special System 
cards, and draws a card. He smiles and 
spends three Influence Points, and one 
Personality POint, and deploys a Griffin 
Class Missile Cruiser into Lane C, oppo¬ 
site Kristie’s Ares Class Light Cruiser. He 
declares an attack. 

Kristie can maneuver her fleet now 
that John has declared an attack. She 
considers moving all of her ships out of 
the way (out of lane C), so that there 
would be no attack (ships must be in the 
same lane to attack each other). Kristie 

decides to be bold. She leaves the Ares 
Class Light Cruiser in place, and maneu¬ 
vers the rest of her ships to lanes A and 
E. The Ares Class Light Cruiser attacks 
and destroys the Griffin Class Missile 
Cruiser, and the Missile Cruiser does the 
same to the Light Cruiser, John loses 
three Power Points (the cost of the ship, 
ignoring any personality points). Kristie 
loses four Power Points (two for the Light 
Cruiser, and two for the Legendary Gun¬ 
ner). 


- Star of the Guardians 

The play continues on, with John 
bringing out a few heavy ships, and some 
bomber squadrons, mostly deployed on 
carriers. As I finish writing this article, 
Kristie is at 8 Power Points, and John at 
3, though it is John's turn. It’s been a 
dose game, but John looks like he may 
win on this turn. 

Game play tends to last from half an 
hour to an hour, with very close games 
taking a little longer. Once Players learn 
the rules, the game play focuses on the 
tactics of play. Ship to Ship combat is 

extremely important, but spaceplane 
squadrons cannot be ignored. 

Multiplayer rules will be included in the 
Starter Deck. Many of the major distribu¬ 
tors have shown interest in the game, giv¬ 
ing us confidence that it should be easy to 
find in game and hobby stores. 

If any readers would like a free, full- 
col or promotional flier, please send your 
name and address to Mag Force 7, Inc., 
PO Box 1106, Williams Bay, Wisconsin, 
53191-1106, USA. Our email address is 

ll designers@mag7,com*’. O 
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Written by Bob Iliff © 1994 


[n the past several months, I have been 
fortunate enough to be able to play a new 
card game put out by Thunder Castle 
Games called Towers in Time. One of the 
first things 1 had to learn was what to put 
in my deck, and how much — not an 
easy task when you’re just starting out. 
Here are a few of the tricks that I’ve 
learned for putting together a successful 
playing deck. 

First let me explain the premise of the 
game. You are a wizard who has cut out 
a small niche in the pocket dimension 
from which you draw your power. Your 
evil enemy — he must be evil if he is chal¬ 
lenging you — is attempting to take con¬ 
trol of your territory in order to expand 
his power base. You must not only stop 
him, but take over his dimension to show 
him who’s boss (and gain more power 
yourself). To do this, you must bring in 
various sources on which you can build 
towers. It is into these towers that you 
summon your followers and bind mon¬ 


sters to do your will. These creatures will 
protect your shields and attempt to rip 
asunder those of your opponent. That is 
the general concept; now to deck 
mechanics. 

The minimum size of a tournament 
deck is fifty cards. The optimum size does 
seem to be somewhere between fifty and 
sixty cards, because any larger than this 
increases the chance of running into 
source or creature shortages. My personal 
deck wavers around 54 cards. Sources 
are the foundation on which you build 
your towers. Without them, you cannot 
bring in monsters or followers to help you 
defeat your opponent. Although these 
sources are paramount, too many of 
them are wasteful. 1 prefer to have 12 or 
13 sources in my deck to ensure that I 
pull a couple on the opening fourteen- 
card draw. 

Creatures are the key to winning this 
battle of dimensions, 1 recommend over 


tures. I start out with sixteen minor crea¬ 
tures as my base. In order to transport a 

i 

median creature into a tower, you must 
have a minor creature already there. The 
same goes for major creatures, which 
need a median in the tower before a 
transport will be successful. Following this 
logic, I take eight medians and four 
majors. Of course, there is leeway to add 
an extra creature or two. 

Something your deck will need to con¬ 
tend with is flying creatures. With the 
exception of the Air sphere, these are not 
a lot of flyers available. Being ill-prepared 
for them can be devastating. This does 
not mean that you need to play with air 
creatures; but it does mean that ranged 
attacks become very important. You can 
shoot creatures out of the sky before they 
can get to your shield. I have witnessed a 
very effective Earth/Water deck that takes 
full advantage of its missile capabilities. 

Another thing to watch out for are 
those annoying creatures that can only be 
killed by magic (or fire in the case of the 
Troll). Be sure to supply your followers 
with magic weapons, wands, etc. A Troll 
will be hard-pressed to get by an Elf with 
a Wand of Fire. There are also spells that 
will destroy your opponent’s creatures or 
enhance the abilities of your own. Thus, 
the remaining portion of your deck should 
be devoted to objects, items, and spells. 

As you sit down with your cards and 
prepare to create the ultimate deck, 
remember that there is no set way to 
build one. Experiment, test, and revise. 
Try new combinations of creatures and 
spells. Above all, have fun. 

Bob Iliff is o p/ay tester for Thunder 
Castle Games who currently resides in 
Kansas City , Missouri. □ 
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Written by Katherine Shelly Pfeiffer 


* mji 


T his is a new column on fantasy art 
trading cards, a relatively new 
genre of non-sport trading cards. 1 
first began collecting fantasy art trading 
cards at a game convention in Los Ange¬ 
les, My son and 1 had gone to the conven¬ 
tion to trade Magic cards. Our interest in 
Magic cards focused on the artwork, and 
in a relatively short period of time I spent 
an alarming sum of money on multiple 
decks and individual cards. Amidst the 
dice, game counters, Magic and Jyhad 
cards we saw a display of fantasy art trad¬ 
ing cards by Larry Elmore, We were both 
enchanted. The dealer had a ' complete 
set' 1 of these cards {90}, I asked how 
much? He said $10. “Wow/ 1 thought, 
“compared with Magic cards, these are a 
steal/’ The cards were entirely artwork, 
printed on heavy card stock, in high reso¬ 
lution and spectacular color, and covered 
with a high gloss coating. Indeed, fantasy 
art trading cards are a steal if you want to 
collect the beautiful works of art by the 
world's great fantasy and science fiction 
artists for very modest prices. 

Most fantasy art trading cards first 
appear in boxes (sometimes referred to as 
“wax boxes 1 ') of 36 packs, 10 cards to a 
pack, A completed set of cards usually 
contains 90 cards. Depending on the 
decollation, a box of 36 packs should 
produce 2 to 3 complete sets of cards. 
Various premium, “chase,” cards are 
inserted at random in these packs—these 
cards have special artwork, sometimes 
with metallic coating. Other special items 
include autographed cards and uncut 
pages of cards with the artist s autograph. 

The physical quality of these trading 
cards continues to improve. Today, 
heavyweight card stock is used and cards 
are coated on both sides with UV coating 
and often another layer called “aqueous' 1 
that makes the cards look wet. The Teel” 
of these cards is often downright sensual, 
(if you look for older sets, you will often 
find thinner card stock with the coating 
only on the front side.) In some special 
sets all the cards have metallic-appearing 


surfaces. Such cards are usually referred 
to as “chrome.” 

Many stores that carry these cards 
make up complete sets of cards and put 
them in a plastic case. An average price 
for the set, when first published, is around 
$10. Chase cards are separated out and 
priced separately — usually between $5 
and $8 a piece. Autographed cards fre¬ 
quently go for between $25 and $50. If 
the cards become extremely popular, their 
price may go up within several months. 
As with other types of trading cards, 
prices vary from one dealer to another. 

If you become interested in these 
cards, and I hope you will, several maga¬ 
zines list available sets and estimated val¬ 
ues. Cards Illustrated has an extensive 
list that is kept very current; Wizard, a 
comics oriented magazine, lists some fan¬ 
tasy art cards. The newest magazine I’ve 
seen is Combo, which combines infor¬ 
mation on comic books with non-sports 
trading cards. The first issue contained 
exceptionally complete information on 
cards, but the price guide information was 
a bit old. All of these magazines carry 
excellent feature articles on the various 
cards sets being produced. 

As a vehicle for representing art 
works, trading cards have their advan¬ 
tages and disadvantages. First, cards pub¬ 
lished today use expert quality control for 
color and high resolution printing which 
produce an excellent reproduction of the 
original. Second, you can afford these 
works of art because they are produced 
on cards, not bound in a book, so they 
are inherently less expensive. But, sadly, 
there is one drawback. Usually artwork 
covers the entire surface of each card — 
making an attractive presentation. But 
this “full bleed” approach creates the 
major drawback: we have no idea what 
the original shape of the work of art was. 
It has been cropped to fit the card size. 
Additionally, the cards are small, and 
often you'll need a magnifying glass to 
fully enjoy the lush detail in many of these 
fine works of art. Since I own virtually 
every set of these cards available, it is 


obvious that 1 don't think the disadvan¬ 
tages to be of great consequence. 

Major Publishers 

Two publishers dominate the fantasy 
art trading card business: FPG and Comic 
/mages. 

Comic /mages started publishing 
comic book art on trading cards in 1987. 
Their first real fantasy art set was Boris 1 
in April of 1991, followed by Frank 
Frazetta. FPG, short for Frtedfander 
Punishing Group, published its first fan¬ 
tasy art card series in 1992: Chris 
Achilleos I, followed in the same year by 
their Ken Kelly set. FPG recently won the 
rights to publish the works by the artists 
who work for TSff. These two companies 
each produce about two new trading 
cards sets each month. 

In future columns, HI try to review new 
sets as they appear. But as there is quite a 
backlog of excellent work still available, 
IVe decided this month to concentrate on 
four spectacular sets published in 1993 
and 1994. The images painted by these 
noted artists arouse our imagination. They 
. stimulate our curiosity: Who lives in that 
castle? Who is that exotic woman? How 
will the wizard work his magic? They tell 
stories in beautiful ways. I think these are 
the four best sets of fantasy art cards cur¬ 
rently available. Following these reviews is 
a new set of fantasy art/game cards. 



Larry Elmore 
Publisher: FPG 1994 
Rating: A ■ Cards in set: 90 
Approx* price: $10 

Chase Cards; 5 metallic storm © $8.00 each 


Larry Elmore is one of the most popu¬ 
lar of the painters associated with TSf? 
games. He has worked extensively for 
AD&D, especially in the D ragon lance 
world. Many of his images appear in the 
new Spellfire game (though they are not 
reproduced with any of the high quality of 
this card set). If you're a fan of TSR 
games, you'll recognize many of the 
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images in this set. The cards are mightily 
enhanced by the addition of details from 
Larry $ original drawings on the back of 
each card. This collection from FPG 
(1994) offers an excellent selection of his 
most popular and beautiful works on 
heavy, 14 point, card stock with UV and 
aqueous coating. Reproduction of the 
works of art is superb. 

Born in 1948, Elmore started painting 
at 17 and saw his first published work 
appear in the National Lampoon. In a 
recent interview, he said that his work has 
been influenced by the Pre-Raphaelites, 
N.C; Wyeth, Howard Pyle* Maxfield Par¬ 
rish, and "most artists, living or dead, 
who work in an effective and realistic 
style/ 1 Elmore s color schemes are bright 
— dominated by electric blues, cardinal 
reds, verdant greens, sunlit yellows and 
24-karat golds. Intensity and clarity of 
image mark his paintings. His favored 



medium is oil, which he applies to 
masonite, illustration board and canvas. 

As an illustrator, Elmore excels in the 
creation of unforgettable characters and 
creatures. Carefully observed physical 
traits combined with colorful and imagina¬ 
tive costumes give his figures individual 
personalities. Whether mounted or on 
foot, his warriors and amazons, witches 
and wizards, elves and half lings, dragons 
and monsters have inspired countless per¬ 
sonal characters in role playing games. 


Many scenes depict groups facing the 
viewer as if just encountered while on an 
adventure. Some show combats and inter¬ 
character drama. Among these cards 
you 1 11 see many of Elmore's extraordinary 
beasts — a variety of dragons among 
them. Those who paint miniatures will 
find invaluable inspiration in these paint¬ 
ings. "‘Shadamehr Encounters Baakesh 
Va” has been so popular that Ra/ Partha 
made miniatures of the characters and 
displays them on their current catalog. 

On the back of the cards you will find 
Elmore’s preliminary drawings attractively 
presented in combination with his com¬ 
ments. The drawings concentrate on one 
or two figures and reveal details not visi¬ 
ble in the paintings. The rapidly done 
sketches have a dynamism and vitality 
necessarily missing from the meticulous 
finished paintings. This delightful set of 
drawings complements the paintings 
beautifully. You really get two card sets 
for the price of one. 

Artists’ comments on the backs of trad¬ 
ing cards are frequently frivolous and unin¬ 
teresting. Elmore's comments, in contrast, 
contain entertaining anecdotes relevant to 
his artwork. On one card, for instance, he 
reveals his favorite subject matter: “funny 
looking little critters, landscapes and 
women/ and on another he discusses how 
he worked to make a dragon look old. 

These cards include a good selection from 
both his fantasy and science fiction work. 


Keith Parkinson 
Publisher: FPG 1994 
Rating: A * Cards in set: 90 
Approx, price $10 

Chase Cards: 5 metallic storm 11 SS.OO each 


Keith Parkinson s popular artwork has 
appeared in a wide range of venues, 
including book and catalog covers, cam¬ 
paign settings, calendars and even collec¬ 
tors' plates. This set from FPG covers the 
entire range of his productions. Cards are 
of the highest quality, with heavy card 
stock, UV and aqueous coatings. If you 
read a lot of fantasy novels or play Dun¬ 
geons and Dragons, you will recognize 
many of these pieces. 

Bom in 1958, his first published work 
was the Viper pinball game. Parkinson's 
work is remarkable for the strong feeling 
of place which many of his works have. 
He has stated that the places he visits have 
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specific '"feels" and that he tries to "'bring 
his viewer to that spot through his art/ 1 
With painstaking attention to detail, Parkin¬ 
son makes us believe in the fantastic places 
and extraordinary beings of his worlds. 

Parkinson has remarked that N.C. 
Wyeth, Norman Rockwell, Monet and 
Rembrandt are the primary artistic influ¬ 
ences on his work. He prefers to work in 
oils because the dried colors look the 
same as when wet. Like many of the old 
masters, Parkinson applies oils delicately 
to recreate the effects of light to reveal 
specific textures: velvets, tree bark, snow, 
dragon s scales, etc. For science fiction 
works* he sometimes uses airbrush 
because of the edges it creates. For him 
size is important: he says, “Big is Better. 1 ' 
For his own work he works on nothing 
smaller than 24 x 30 inches. The larger 
size gives him more room for detail. He 
frequently works on masonite, and canvas 
on board. His scenes sometimes have a 
photo-realistic quality because of his 
painstaking observation of light and shad¬ 
ow, His paintings have an old world quali¬ 
ty, too, in that his color schemes fre¬ 
quently are rich and subtle-“-they mimic 

the real world but enhance it. 

This is a sword and sorcery set 
supreme. Of the 90 cards in the set, only 
about 20 have themes that aren't pure 
fantasy, and they're science fiction. This 
collection is well balanced for a variety of 
subjects and points of view. Among these 
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there are 15 images with dragons and 
numerous, dramatic battle images. Many 
scenes stir the pools of our imagination 
and transport us to other worlds through 
his backgrounds and landscapes which 
are so completely realized (created), 
Parkinson’s settings are places we would 
like to visit: enchanted — full of mists and 
exotic color* 

The backs of the cards are nicely 

designed. A full-color frame is formed by a 
Parkinson design which surrounds a differ¬ 
ent sketch on each card* Usually the sketch¬ 
es relate to the image on the front. They 
are quite revealing and tell us much about 
the evolution of the image. Parkinson’s 
sketches have a detailed, careful, fine lined 
quality — very much in keeping with the 
subtle and detailed way he paints. 

On the backs of the cards are also 
comments by Parkinson. Sometimes they 
discuss characters or events in the scene, 
and sometimes they tell how Parkinson 
went about creating the work. In his 
painting of Lancelot he notes that he 
needed actual chicken and mule models* 
About "Dragon Cave" he tells us how he 
worked to make the dragon look femi¬ 
nine. But, he confesses, “it didn't work 
anyway/’ He often remarks on the actual 
place that inspired a location in a paint¬ 
ing. Among the interesting tidbits i 
enjoyed was knowing that in “The Flying 
Citadel” for the TSR Dragontance cam¬ 
paign (and used by TSR for the back of 
Spellfire cards) appear Dr. Who and his 
police box* 


Adventures In Fantasy by Michael Whelan 
Publisher; Comic Images 1993 
Rilling: A * Cards In Set: 90 
Approximate price: $12 

Chase Cards: 3 Opti-Prism uiul 3 S])GCtra£COpe 

@ $10*00 each 


Comic /mages’ Adventures In Fan¬ 
tasy by Michael Whelan (1993) offers 90 

images showcasing this artist s work. 
Whelan has worked for over 20 years on 
best-selling books, record album cover 
and posters — over 300 of them. Among 
his most well-known works are the covers 
for the Moorcock Elric novels, McCaf¬ 
frey s Pem novels, and Asimov’s Foun¬ 
dation. He is probably the most honored 
artist in this field. Among his awards are 
13 Hugos {World Science Fiction), 3 
Howards (World Fantasy), and a Super- 
Hugo as the Best Artist of the last 50 years. 
His cover for Meat Loaf’s Bat Out of Hell 
II was recently voted Cover of the Year by 


readers of CD Review magazine. There 
are three books dedicated to his work. 

The card set includes works that span 
his entire career both in time and subject 
matter* It is difficult to exaggerate the 
quality of Whelan’s painting. The range 
of subject is extraordinary. The collection 
includes a good selection of fantasy 
works. Among these probably his most 
famous book covers are The White 
Dragon, the first hardcover fantasy novel 
to reach the NY Times Best Seller list, 
and several of the Elric novel covers. The 
images of Elric capture those heroic quali¬ 
ties that make him appeal equally to men 
and women. Other popular fantasy works 
include Fafhrd and the Grey Mouser from 
Fritz Lieber’s Swords and Ice Magic , and 
scenes from Tolkien’s Ring trilogy. Many 
other dragons, castles, fantastic beasts, 
and haunted landscapes appear in the 
collection. One of these, "Weyrworld," 
inspired Anne McCaffrey to add a scene 
to her novel, All The Weyrs of Pem* 
One of the reasons that Whelan's book 
covers have been so successful is that he 

reads each novel before he illustrates it. 

The collection also includes works 
done by the artist for himself, such as the 
haunting imaginary landscape "Sen¬ 
tinels/ 1 It depicts a series of colossal bird¬ 
like stone sculptures perched at the edge 
of a seashore — his own allegory on 
national defense* Also well-represented 
are Whelan's science fiction works, 
including the eerie image of Hari Seldon 
from Asimov's Foundation and the 
arresting cover of 2010. Many alien 
creatures peer out at us from these cards 
as well as frightening, macabre images of 
such as Thanatos and the Boogeyman* 
Whelan’s characters have strong psychic 
impact because they often look directly at 
us — engaging us in direct eye contact* 

Whelan’s technique is often photo¬ 
graphic in its representation of light and 
the way it reveals texture. Like the other 
painters discussed here, he prefers oils, 
but does use acrylics as well. Some of his 
paintings will remind you of the Surrealist 
painters like Dali or Magritte. His combi¬ 
nation of realistic technique and rich imag¬ 
ination create never-before-seen creatures 
and places with absolute authority* 

'Hie comments on the backs of these 
cards include quotations from Whelan — 
often about the contents of a painting, 
and remarks about his work supplied by 
the publisher* The comments are infor¬ 
mative and worthwhile, Details of the 
image on the front of the card accompa¬ 
ny the comments* 


The Brothers Hildebrandt 
Publisher: Comic Images, 1994 
Artwork Grade: A * Cards in set: 90 
Approximate price: $10.00 

Chase Cards: b Foil $8.00 each, 

1 Medallion card @ $25.00 


Another set from Comic Images, issued 
in 1994, reproduces the work of ’The 
Brothers Hildebrandt," Identical twins bom 
in 1939, Tim and Greg Hildebrandt have 
produced some of the most popular fanta¬ 
sy poster and calendar images — among 
them the original Star Wars poster and 
the best selling Tolkien calendars. Current¬ 
ly available are four sets of trading cards of 
the brothers' art, all from Comic Images. 
(See below for titles.) 

Their first work, right out of art 
school, was producing animated films for 
the Jam Handy Organizations, Next they 
went on to spend six years making docu¬ 
mentary films about poverty in Africa and 
South America* After this, they pursued 
work as illustrators for an amazing range 
of publications — from fairy tales to 
technical books. They developed an abili¬ 
ty to paint in virtually any style of art, 
from Disneyesque to Impressionistic* 
Despite this versatility, the work of the 
Hildebrandts more closely reflects the art 
of the illustrators of the Golden Age than 
any of the other artists discussed above. 
You can see the influence of Normal 
Rockwell, Maxfield Parrish, and N.C* 
Wyeth, They have also been heavily influ¬ 
enced by Disney s great animated classic 
films. Their own style really emerged with 
the Lord of the Rings calendar of 
1976* Subsequent Tolkien calendars gen¬ 
erated an avid following. This led, in 
1979, to the writing and illustration of 
URSHURAK. This novel, co-authored 

with Jerry Nichols, is still so popular that 
it is almost impossible to find in used 
book stores. 

While the brothers have worked both 
separately and together, when they work 
together their ideas and styles are so simi¬ 
lar that they can both work on the same 
painting. When a deadline looms, they 
take turns painting on the same work so 
that one of them can sleep! 

Their color schemes range from the 
more subdued tones of the taverns of 
Middle Earth to shocking red and yellow 
dominated action scenes to landscapes of 
lavenders, turquoise, yellows, reds, and 
blues* This collection contains a great 
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range of style from cartoon-like illustra¬ 
tions for childrens books (there are only a 
few of these) to fully developed paintings 
of great complexity and subtlety. The 
brothers' landscapes of glowing colors fre¬ 
quently contain whimsical, fantastic, and 
often anthropomorphic flora. 

The Mysterious Towers subset reveals 
a dramatic variety of color schemes with 
buildings of completely different types in 

different settings from islands to stark 
mountains to forest glades. 

The bulk of this collection concentrates 
on works from the Tolkien calendars 
(nearly 30), illustrations from their own 
novel URSHURAK (15+), their Atlantis 
calendar (15), and from their hidden- 
image puzzle book "In Search of King 
Tut's Tomb” (10). These works are hand¬ 
some and evocative of fantastic places. 
Subsets include: The Wizard Gandalf, 
She's Dangerous, and Mysterious 
Towers. The She's Dangerous group 
contains a group of scantily glad amazons. 

The backs of the cards show a detail 
from the front of the card — though not 
an enlargement. The comments provided 
on the backs of the cards give us insight 
into the personalities of the artists, infor¬ 
mation about the history of their work, 
and discussions of individual paintings. 

A New Wrinkle 

Available now at your local 
game/card store is a completely new 
concept in collectable trading cards. 
Destini Productions has published 
Flights of Fantasy, a combination 
card game and fantasy art trading 


card set. Conceived and produced by 
Ed Beard Jr, t the set of 114 cards 
includes three 30 card sets; one each 
of horror, science fiction and fantasy. 
Each set has a complete story on the 
back of the cards and comprises a 
playable game, 3 bonus cards, rule 
cards, a nine card puzzle subset and 
a special Gallery subset of art pro¬ 
duced by Ed and his students for 
other productions. The fronts of each 
card are full bleed artwork, like fanta¬ 
sy art trading cards, while the backs 
of the cards contain the game infor¬ 
mation as well as part of a short 
story which unfolds on the cards. 
You only need one of the 30 card 
subsets to be able to play a game. 
There are no necessary add-ons to 
this game. Once you've got the basic 
card sets you've got them all. At two 
to three complete 114 card sets per 
box, the average cost of the sets is 
about $20. As far as l know this is a 
unique combination of game, litera¬ 
ture and art work. The game included 
with the cards is straightforward and 
playable by any number of players. 
Ed Beard Jr. did virtually all of the 
images in the set (a few were done by 
his students). He has been working 
on the game since 1992, The 
imagery centers around a host of new 
creatures which are part of the 
games. I like the variety of creatures 
shown on the cards, I only wish the 
quality of reproduction on the cards 
were a bit higher, as J feel the loss of 
color definition in some cards. 
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The sets discussed above represent 
the best in fantasy art trading card 
sets. In the future my column won’t 
permit such expansive comments on 
individual sets, but 1 hope from these 
long entries you will gain an under¬ 
standing of how I judge card set qual¬ 
ity, While these sets have been avail¬ 
able for a while, you can expect to 
find information on more recently 
released material in future columns. 


Upcoming Sets: 

FPG’s Joe Jusco's Tarzan, Barclay 
Shaw, David Mattingly, Jeff Easley and 
Clyde Caldwell. 

Comic Images: Michael Whelan II, All 
Chromium Boris, Prince Valiant. 

list of Available Fantasy Art Trading Cards 

{Name (#card$) pubitsher/yectr $ price} 


Adventures In Fantasy/Michael Whelan 


Cl 93 

Bernie Wrightson (135) FPG 93 
Beyond Bizarre - Jim Warren (90) Cl 93 
Boris (90) Cl 91 

Boris Series II (90) Cl 92 

Boris Series Ill (72) Cl 92 

Boris Series IV (90) Cl 94 

Chris Achilleos (90) FPG 92 

Chris Achilleos Series II (90) FPG 94 

Don Maitz (90) FPG 94 

Frazetta (90) Cl 91 

Frazetta Series II (90) Cl 93 

Hildebrandt Series I (Greg) (90) Cl 92 
Hildebrandt Series II (Greg) (90) Cl 93 

Hildebrandt: Flight of Fantasy (90) Cl 94 
Brothers Hildebrandt (90) Cl 94 

Jeffrey Jones (90) FPG 93 

John Berkey (90) FPG 94 

Keith Parkinson (90) FPG 94 

Ken Bar: The Beast Within (90) Cl 94 
Ken Kelly (90) FPG 92 

Ken Kelly Series II (90) FPG 94 

Larry Elmore (90) FPG 94 

Luis Royo (90) Cl 93 

Luis Royo Series II (90) Cl 94 

Richard Corben (90) Cl 93 

Richard Hescox (90) FPG 94 

Roger Dean (90) FPG 93 

Rowena (90) FPG 93 

Sanjulian (90) Friedlander 94 

Star Trek Masterpiece Series (90) Sky box 93 
Tim White (90) FPG 94 

Wayne Barlow (90) Cl 94 



Special Sets to Look For 


Watch for Colossal Cards from 


FPG which include works by Elmore, 
Parkinson, Kelly, and seven other 
FPG artists. The new format is 6 
3/4” x 10" on 24pt card stock. 
Comic Images produces the Elric 
Series Keepsake — a set of 6" by 
9” cards reproducing the 6 original 
Elric covers by Michael Whelan. Also 
look for Tim Hildebrandt’s The 
World’s Dragons Keepsake Collec¬ 
tion. I’ll review these oversize sets in 

my next column along with more fan¬ 
tasy sets. □ 
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Mead to Mead 

Comparative Reviews for the Collectible Card Games 


Written by Matthew Lee and Jim Pinto © 1995 


T he following article is a series of 
reviews for the collectible card 
games currently on the market. 
Each reviewer has analyzed both the good 
and bad points for each game. 

Magic: The Gathering™ 

by Wizards of the Coast® 

Availability - Constant printings of Revised Edition in 
60 card 'Starter 1 ' packs and 15 card 'Booster ' packs 
with limited edition expansions available to hobby stores. 

Description; Fantasy based game where Mages" 
cast spells and creatures to attack the other mages. The 
mages create a deck of cards with "mana" that they will 
need to cast spells, an assortment of creatures used to 
attack and defend the mage from another players crea¬ 
tures, and an assortment of spells and artifacts to aug¬ 
ment the creatures used for battle. The game uses a vari¬ 
ety of five colors of mana that each have specific 
strengths and weaknesses that the mages can focus on 
for the battle. 

Good: Matthew Usually playable 
with the purchase of a starter, and some¬ 
times with a booster or two to augment 
the deck. More cards add variety to the 
deck and bring forth new combinations to 
the deck you start off with. 

Powerful cards are normally offset by a 
higher ' casting cost of these cards. A 
higher casting cost means it takes longer 
to bring the card into play. Expansions 
add cards to the mix, but are not neces¬ 
sary for a game to be playable, though 
they do add more variety to the pool of 
cards available to build card decks with. 
Reasonably simple rules for starting play¬ 
ers to be able to play quickly, The artwork 
is mostly well done and displayed well. 
The strengths and weaknesses of each 
color of mana are described in the rule- 
book, and give a good idea of how the 
colors interact with each other. 

Good: Jim Magic was the first and is 
now the most widespread of the cob 
lectible card games, /t can therefore be 
played almost anywhere u/ith almost 


anyone, even people you've never met. 
It can be seen being pfayed at coffee 
houses, bus stops , college and high 
school cafeterias, libraries, etc . Most of 
the game is mathematical and has been 
kept well-balanced through mana limi¬ 
tations and the like (with a few notable 
exceptions; see a current official 
restricted list for examples! Di//erent 
colors have different themes and stan¬ 
dards of play, lending the game variety 
and simplicity at the same time (i.e. a 
red deck can he expected to deal dam¬ 
age, but the source of the damage is not 
predictable). Story behind the game 
gives the world a bit of flavor, although 
it would be nice to see more cards with 
similar names (e,g. is there anything 
else from Llanowar?), There are so 
many articles and variants on the game 
that it should take a uihile for it to grow 
stale (shameless plug — check out the 
Conquering!). 

Bad: Matthew Various card combina¬ 
tions can make a deck hard or impossible 
to beat. Collation, or randomized distribu¬ 
tion of cards, within a pack is sometimes 
very bad, leaving the buyer with many 
duplicates of useless cards, or causing a 
deficiency in certain colors for the buyer. 
Though the rules are simple, the limita¬ 
tions of the amount of text placed on a 
card and the card interactions can get 
confusing at times. Multiple player games 
can get confusing with some of the cards 
as they are written, since the game was 
not completely designed with multiple 
players in mind. Wizards of the Coast is 
currently working to fix this in the next 
printing of Revised, tentatively scheduled 
for mid-1995. Previews of the changes 
are available on the Internet, 

Bad: Jim Friendly games are scarce . 
The game has such a following that 
everyone thinks that they have the 


greatest deck ever, leading from compe¬ 
tition to confrontation . The value of 
out of print cards makes tournament 
play limited to only rich cats and peo¬ 
ple tuho got in early . There should be 
no need for sanctioned rules for tourna¬ 
ments. This is not their responsibility 
and only end in headache for the judges 
(there are now six rules against cheating 
at tournaments!). Making the cards 
accessible should be their number one 
priority. There are fewer Maxes in print 
than there are Mogic players. A reprint 
of all black border cards in white border 
would not hurt WotC at all. Although it 
may depreciate the uaiue of Moxes and 
Lotuses, if is not WotC’s job to worry 
about the secondary market. Too many 
cards require u official' 1 interpretation, 
thus iessening the game's fun and 
increasing tension among players (hint 
to Magic players : the end of the rules 
suggests a coin toss whenever the cards 
are interpreted in a contrary manner). 
The universal need to have every card 
ever printed is cyclic and deters from 
the precepts of the word game (he, fun). 
The game is so widespread that every¬ 
where you go people are playing it! 

Spellfire™ 

by TSR®, Inc. 

Availability - 110 card "double starter ' deck packs 
and 15 card boosters plus expansion sets available in 
boosters. 

Description: Fantasy themed card game where play¬ 
ers try to place and defend six "Realms' 1 , using a combi¬ 
nation of champions, heroes, equipment, spells, and 
allies to defend these Realms. The players start off by 
placing a Realm, then attempts to keep the land from 
being “razed’ or destroyed by placing a hero or Champi¬ 
on there to defend it. The hero is then augmented with 
spells, equipment, or allies to boost the power level. 
Players may then use these champions to attack other 
Realms if they wish. 
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Good: Matthew Simpler rules than 
Magic make this game easier for new 
players to pick up and play. A starter 
deck is enough to start two people play¬ 
ing right away, and the cost is reasonably 
cheap to start playing. The artwork is 
from the vast collection of TSR products, 
and is generally quite good. Cards are 
numbered so collectors can tell how many 
more cards they need to complete a set. 

Good: Jim This game is quick and 
easy to learn and makes a fast multi¬ 
player game; a good soda and pretzels 
game. It has unique game mechanics 
and is competition to M.-tG, not a rip- 
off. The idea of placing realms into 
play rather than linking to mono and 
summoning monsters is very imagina¬ 
tive and abstract. Low initial invest¬ 
ment. 110 cards for under $10, and 
boosters include 25 cards. For a while 
Spellfire was the only “other” collec¬ 
table card game, Expansions have come 
out on time and have been fine addi¬ 
tions to the game* The realm theme is 
very nice, 

Bad: Matthew The artwork is badly 
shown, since the art is blown up to fill the 
card, and the game text and game modi¬ 
fiers are oddiy placed over the artwork* 
The first edition of cards were marked 
“First Edition" on the backs, and changes 
in the card lists will make it hard to add in 
newer edition cards into decks. There is 
no extra “cost’ 1 to bring out a powerful 
card, as opposed to a weaker card, mak¬ 
ing game balance shift towards the per¬ 
son with more powerful cards (Mr* Suit¬ 
case), The cardstock is thinner than other 
cards, making it easy to bend and crease 
the cards unintentionally. 

Bad: Jim No borders on the cards 
making focusing in on the text and art 
problematic . Fm not sure but / think 
this is unsafe for your eyes * First and 
Second Edition are printed on the back 
of the card, not the face (what were 
they thinking?) Game is pretty simple 
and a two player game can usually be 
determined by who goes first Rare and 
ultra-powerful cards are just as easy to 
get into play as a cheesy small card. 
Money becomes a big issue when this 
happens * Also a first turn win deck can 
be created with ease (Spellfire players 


do not know this , just assemble all of 
your extra turn cards and free realms 
into the same deck — most of them 
aren’t even rare). The cards are wafer 
thin; not very durable. 

Jyhad™ 

by Wizards of the Coast® 

Availability - 76 card starters and 19 card boosters. 

Description: Players play * Methuselahsor very old 
vampires, who are trying to defeat the other players. 
Players start with a pool of "blood 1 that they must spend 
to control younger vampires and equip them. These 
younger vampires are sent to "bleed” another player, 
diminishing the blood pool of the other player, or can 
call for a political vote” on issues raised by certain 
cards, or under specific circumstances within the game. 
To win, a player needs victory points, rather than to 
become the last survivor in the game. 

Good: Matthew Excellently designed 
multi-player game. The artwork is colorful 
and dark at the same time, supplementing 
the mood of the game. The political por¬ 
tion of the game is a unique and integrat¬ 
ed part of the game. Vampire cards are 
distinct from the other cards by a different 
backing color, easily separating them 
from a pack. The "Vampire” sheet at the 
printers separates them from the regular 
cards, and are distributed in a distinct 
number per pack, though there are other 
types of cards besides the vampires on 
this sheet* The cards within a basic starter 
is usually playable. 

Good: Jim Without a doubt the best 
collectable card game on the market. 
This game Is so smooth and so refined; 
RCG really got rid of all of the prob¬ 
lems and overly abused rules that exist¬ 
ed in Magic, Common cards are more 
powerful than rare cards f making the 
price tag much more soluabte and real¬ 
istic. Adult game. The themes are 
mature f but the mechanics are adult. 
This discourages u children” from get¬ 
ting involved. I really didn’t core for 
Vampire until this came out , but I soon 
after bought the Gurps.Vampire book, 
so / could learn about the World of 
Darkness * Deck design has no limits. 
420 + cards make it very creative * Very, 
very social; this game requires that the 
players have a certain level of negotia¬ 
tion skills neccessary to get things done 

lie. the ends justify the means; *Oh, 
did / lie?”) You don’t have to win to 


have /un. This game redefines what 
gaming is all about. After 3-4 hours of 
heated play, any resolution is climactic , 
and no one goes home sore or pissed 
off , unless they were a Magic player in 
the first place. 

Bad: Matthew The original rulebook 
was confusing and badly written. The 
game’s multi-player design does not really 
work that well in a two- or three- player 
format* Playing time can extend to sever¬ 
al hours of play per game due to the 
political element of the game. The dark 
and sometimes gruesome artwork is not 
for the faint of heart. 

Bad: Jim Cannot be played well 
with only two or three players. Poorly 
written rulebook requires many 
attempts at play to get it down * Adult 
game. The themes are mature , and the 
mechanics are adult * This discourages 
“children ” from getting involved* 
Abstract ideals behind the cards make 
it di//icult to understand the story¬ 
telling aspect of the game unless you 
are a fan of Vampire: The Masquer¬ 
ade. With ten powers and seven clans, 
playing straight from a starter is diffi¬ 
cult (as is all of these games), but a few 
more boosters makes for a nice deck 
(an initial $12-14 is all that is necces¬ 
sary though f unlike Star Trek or Galotic 
Empires), Malkavian bleed decks piss 
everyone off. Large, long games make 
this game unpopular. Less than 4-5 
player games are criminal , and do not 
do the game justice , and therefore limit 
when the game is played and who can 
play it. 

On The Edge™ 

by Af/as Games & Trident f Inc . 

Availability - 60 card starters and 10 card boosters. 

Description: The players act as behind-the-scenes 
political entities who want to control the city of The 
Edge The players use resources and "pull" from influen¬ 
tial Characters to bring other Characters into their "con- 
spiracy" to protect and to add to the player s influence 
pool. The players use their Characters to attack other 
Characters, or use their "pull” or influence to achieve a 
certain influence level to take over this city. 

Good: Matthew The artwork helps to 
illustrate the cards and what they do, 
often in a funny way, though the art 
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styles presented are not to everyone’s 
taste. The card layout is very good, mak¬ 
ing it easy to glance at the table and 
know what cards are out there. Simple 
rules similar to Magic, but surprisingly 
expanding on them enough to add more 
complexity in the game while keeping the 
gameplay fast and simple. Good two- and 
multi-player game design, using the same 
rules, A higher influence cost for the 
more powerful cards balances the game 
out nicely. The characters are placed in a 
novel way that determines which ones 
may be targeted for an attack at any 
given time, also giving the game a struc¬ 
tured game layout. 

Good: Jim Ease of play and initial 
use of cards immediately allows for 
some surprise manuevers. Surreal art 
work. Very unique. Resource cards play 
like mana, but with a twrsf. Speci/ic 
resources give bonuses to “summon¬ 
ing,’’ Game has much storytelling 
potential. You can see what is going on 
as the game is being played out, and 
you can glue the events personality very 
easily ; especially if you own the Over 
the Edge Role-Playing Game. Very good 
multi-player. The mechanics are smooth 
enough and designed ahead of time 
with multiplayer games in mind. Card 
numbering fa/1 other trading cards do 
this; why not the game cards?). Now I 
know how close I am to completion. 

Bad: Matthew The artwork may turn 
people off. The card numbering on the 
bottom of the card without any reference 
to the number in the set is somewhat con¬ 
fusing, Limited edition packs of the cards 
did not always have good card distribution 
for playability. 

Bad: Jim Use of the words “crank” 
and “flip”. Layout of cards on table is 
kind of childlike , Rows and columns 
(er, rank and file), is aery short of 
thought provoking. Once you get ahead 
in the game you stay ahead. Unless 
your opponent can lay an armada of 
cards in their final round, you will win . 
A multiplayer game limits this possibili¬ 
ty but does not eliminate it. 

Star Trek®: The Customizable 
Card Game™ 


by Decipher , Inc. 

Availability - 60 card starters and 15 card boosters. 

Description: Players create decks based on playing 
either a Klingon, a Romulan, a Federation, or a non- 
aligned fleet. The players each place six ' mission" cards 
on a table, and hide ’ dilemma ' and ’artifact" cards under 
the missions. From an outpost, characters, equipment, 
and ships are brought into play, and loaded ships are sent 
to finish missions, while also defeating any dilemmas 
placed on the mission. Missions are worth various 
amounts of points, and 100 poinb will win the game. 

Good: Matthew No artwork, but 

crisp, enhanced photographs and clean 
card layout. Famous characters and ships 
from the series and name recognition 
made this a fast seller, and make it fun to 
see who you have. Rules design is unique 
and smooth, showing a definite departure 
from current card games around. 

Good: Jim Very, very unique system 
of play. Much like a board game. P/ay Is 
much more relaxed and interactive than 
other card games. Unique set-up of play. 
Star Trek Next Generation . Enough 
said , Many, many cards, with many 
more ideas on the way; could replace 
Magic as a “flexible,” bend-the-rules 
kind of game. Play is very episodic , and 
the characters from the show add a lot 
of flavor . The missions themselves are 
derived from actual episodes and the 
turn of events that follow from play, 
making this game a good storytelling 
event. 

Bad: Matthew The card distribution 
of this game is terrible. A ''Starter” pack 
is certainly not enough to start playing a 
game, and random distribution of cards 
causes the player to purchase multiple 
packs of cards to simply create one 
playable deck. The rules are not well 
designed for any more than two players 
at a time. The cards are not always easy 
to keep track of during gameplay, so it is 
possible for people to mix up the cards 
they own. Missions are separated by 
which affiliations can do them, and limits 
the shelf life of the game, since the mis¬ 
sions are the main part of the game, and 
after repeated games, the ones available 
are exhausted and the game loses much 
of the replay value of the other games. 
There is also no ''cost” to bring the most 


powerful crewmen into play, though there 
is a cost to using certain spaceships. 

Bad: Jim Should have come with a 
board. Pfay involves so many cards on 
the table at once that moving a ship 
becomes cumbersome and the chance 
of losing cards becomes disastrous . Rec¬ 
ommend playing with two decks from 
the same person's collection . Very 
expensive. Too many boosters/starters 
are required to get a p/ay deck togeth* 
er. Six mission cards , one outpost and a 
crew that can complete those missions 
make it very difficult to assemble a 
playable , competeitive deck. Mission 
cards are not /ike land in Magic and 
you are not guaranteed to have any, but 
a minimum of 6 are required. However, 
the rules are very lax on this, and 
encourage players to “proxy” or substi¬ 
tute for what they do not have 4 Once 
you get ahead, you stay ahead. So 
many cards return discorded cards to 
your hand or into pfay. This make me 
curious as to why a discard pile exists. 
Waaaay too much math. This game is a 
very heavy bookeeping game, although 
not in the same way that Galactic 
Empires is. Rare cards are either very 
powerful or useless. Bartering is a use¬ 
less skill, while Diplomacy x6 and com¬ 
puters x38 on the same card is way too 
unbalancing. Winning is very climactic 
or anti-climactic; never in between. 

Illuminati: New World Order™ 

by Steve Jackson Games , Inc. 

Availability: 110 card starter packs and 15 card 
booster packs. 

Description: Players play secret groups known as 
Illuminati, who strive to control the world by influencing 
and controlling a certain amount of special interest 
groups, or by destroying all of the other Illuminati. 
Groups have a resistance to control or destruction, and a 
power level to influence control or destruction of other 
groups. Each group has an action token to help other 
groups, or to try to control or destroy another group, 
replenished at the beginning of the controlling player 1 s 
turn. Based on the original non-collectable card game of 
Illuminati. 

Good: Matthew Thick card stock is 
durable and different backings for the dif¬ 
ferent types of cards helps sorting before 
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each game begins. Game design has been 
played the most of all of the collectable 
card games due to the previous incarna¬ 
tions, and it shows in the relatively thick 
rulebook. Humorous and clean artwork is 
shown well on the cards. The layout of 
the cards looks different than most of the 
other card games due to an unusually 
structured design of the game during play, 
but is easy to understand. Starter packs 
are enough for two people to start play¬ 
ing immediately. Card distribution in 
packs are very welt done, so starters are 
playable right out of the box. Different 
packages and boxes along with other hid¬ 
den surprises in the game add to the fun 
of comparing purchases between friends. 
Smooth gameplay design. Detailed rule- 
book with many examples of gameplay 
helps beginners. 

Good: Jim Restructure of the clas¬ 
sic, Very thick cards (although they can 
be damaged during shuffling if you are 
not careful). Artwork is very tongue in 
cheek. Text on cards is very tongue in 
cheek . Packaging on packs and displays 
in very tongue in cheek. Play is very 
tongue in cheek. Not Magic, Plays 
much like the original and the old sys¬ 
tem of a single deck can easily be used 
in conjunction with these new cards . 
Lack of money and introduction of 
action tokens streamlines the game, but 
causes the game to lose some of its 
original style. Games are much quicker 
than the original marathon 
7-day-stretch version. 

Bad: Matthew The thicker cardstock 
is easier to crease when shuffling. Cards 
can be swapped between players easily 
during gameplay, causing needless book¬ 
keeping to remember which cards belong 
to which player. Different types of tokens 
are needed in this game, which can cause 
confusion during gameplay. The large 
rulebook can be daunting, and a large 
number of rules must be memorized to 
play. The artwork on each card is not 
credited to the appropriate artist. 

Bad: Jim The Illuminati may be lis¬ 
tening sooQ f Td better not. 

Note: The Illuminati claim that there 
are 409 cards and that three levels of 


rarity exist. What do you think? (Not 
that it matters.) 

Doom Trooper™ 

by Heartbreaker Hobbies & Games 

Availability: 60 card starter packs and 15 card boost¬ 
er packs. 

Description; This game is based in the Mutant 
Chronicles role-playing game setting, and a glossary of 
terms used is included with the rulebook. Players act as 
members of a secret organization that attempts to con¬ 
trol the balance of fighting factions between humanity 
and the Dark Legion, Human corporations and a group 
known as the Brotherhood comprise half of the soldiers, 
using weapons, physical attacks, and the Brotherhood's 
specialties in a form of magic known as The Art, The 
Dark Legion receives Gifts from their deities in place of 
The Art. By attacking the other players soldiers and 
defeating them, as well as completing other missions 
from cards, players attempt to reach a particular number 
of promotion points based on a given value of a defeated 
soldier and bonuses from within the game. 

Good: Matthew Relatively fast-paced 
game with easy to follow rules, and easy 
to understand rulebook. An interesting 
feature known as Destiny Points is includ¬ 
ed, wherein players receive 5 in the 
beginning of the game, and use as many 
of the three allowed actions in a turn to 
increase the Destiny Points pool as possi¬ 
ble. Game balance is determined in part 
by the higher cost of more powerful sol¬ 
diers. The actions allowed in a turn are 
listed in a handy page in the back of the 
rulebook. A short version of the game for 
two people, using only the single starter 
pack, is included along with the expanded 
regular rules and several variations 
already listed and described in the rule- 
book. Clean and easy to read layout on 
the cards. Card distribution is good. 

Good: Jim A nice unique sci-fi fla¬ 
vor . It plays q little like On the Edge 
without the getting ahead problem. 
Three actions per turn and the Destiny 
tokens keep the game balanced . Clan 
structure is very cool. The art is excel¬ 
lent and the game piques interest 
toward the Mutant Chronicle world and 
RPG. Unique personalities are a nice 
addition to the game mechanics and 
world and they give bonuses to troops 
under them. Games can be lengthy . 
Cool weapons and locations add a lot 
to the storytelling element. Borders are 


intricate and the art is a circle in the 

center of the card. Airships are power¬ 
ful. 

Bad: Matthew Many counters are 
needed in the game to keep track of each 
player's Destiny and Promotion pools. 
The thin cardstock is easily bent and 
creased. The artwork is previously pub¬ 
lished artwork that at times is visibly 
cropped to fit the card, leaving portions 
of other things in the background. Games 
seem to be determined by which player 
can bring out the most powerful cards 
first, and purchasing more packs to get 
the more powerful creatures is a possibili¬ 
ty in this game. 

Bad: Jim Art is rehashed from the 
RPG — although people unfamiliar 
with Heartbreaker Hobbies will not 
notice this . Additional, / would like to 
have seen di//erent art for soldiers with 
the same name fas their is no unique 
attributes associated with these cards). 
Not enough printed yet and not many 
people are playing it. Many different 
clans for Doomtroopers and Incarnates 
for the Kohorts make this a complex 
world and difficult to make a deck 
immediately from the cards (although a 
single deck starter is playable). Promo¬ 
tion points are required to win and very 
difficult to come by in a 60 card/25 
point game. When you are out of cards 
the game is over. Games can be lengthy. 
Text is not always important to play f 
but font is always the same. There is 
nothing to draw your eyes to important 
text that a//ects play. Airships are pow¬ 
erful 

Galactic Empires™ 

by Companion Games, Inc. 

Availability - 55 card Basic Decks and 12 card boost¬ 
ers (Primary edition). 

Description: A science fiction battle game where 
players take the role of empires that wish to control the 
galaxy. There are four major races involved, that are 
separated by two different types of basic decks, who can 
also use some of the minor races to help them destroy 
the sector bases of the other players. Each player uses a 
variety of card types, such as terrain, ships, and bases to 
defend themselves and attack the other sector bases to 
rule the sector. 
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Good: Matthew Each starter has a 
specific selection of 50 cards plus 5 ran¬ 
dom cards, which guarantees playability 
from each basic deck. Easy to read rules 
with a dear example of gameplay for 
novices. The artwork for most of the 
cards are quite colorful and nicely 
designed. For the most part, the card lay¬ 
out is very clean. The use of easy-to-see 
symbols makes it easier to play the differ¬ 
ent races. 

The story background appears to be 
well detailed, and helps to set the mood 
for the game. Deck design restrictions 
within the rules along with an interesting 
use of resources for each player and limit¬ 
ing the number of ships by the number of 
players involved helps to balance the 
game. Multiple player rules included are 
well integrated with the regular rules. 

Good: Jim Very hard science, much 
/ike Star Fleet Battles. Upkeep for ships 
includes having the material resources 
to keep them running (monsters in 
Magic never eat, do they?) You are a 
space station and can take 25 points of 
damage . This is a little di//eren£ from 
the normal Ci life points ” motif. 

Bad: Matthew Requires a lot of 
counters of some sort to keep track of 
damage to the ships in play. The card box 
is really tightly packed, making it hard to 
use the box for temporary storage of your 
cards. The large number of symbols 
involved in the game can make it appear 
daunting to non-players. 

In a two player game, the person who 
can bring out a powerful ship and can use 
it first can unbalance the game by 
destroying ships before they can be used. 
Some of the backgrounds mix in with the 
card text, making it somewhat hard to 
read. 

Bad: Jim Very expensive. Quite pos¬ 
sibly the most expensive card game on 
the market. Starters are $11.95 for 50 
cards. Boosters are $3.25 for 10 cards . 
A high level of mathematics and book¬ 
keeping makes the gome s/ow and 
redundant sometimes. You can only 
attock other ships, and therefore must 
utterly de/eat every ship in play before 
you can do damage to your opponents 


space station (le, youj. Very expensive. 
This limits the potential sales of the 
cards and thus deters people from even 
seeing it get played , With the exception 
of five random cards , all starters are 
exactly the same, making their pur¬ 
chase super/luous. Poor packaging — 
not shrink wrap and lack of art work — 
makes the game Zook fame on the shelf 
next to Jyhad and On the Edge. Did I 
mention that the game was expensive? 

Dixie: The American Civil War 

Trading Card Game™ 

by Columbia Games, Inc , 

Availability - 60 card starter packs. 

Description: This is a collectable card tactical war 
game based on historically accurate Civil War informa¬ 
tion on troops, generals, terrain, and artillery. A starter 
contains 30 randomly selected cards for each side in the 
game. Each side defends their half of a grid that consists 
of three positions. By advancing troops into an invisible 
middle ground area between the sides for battle, each 
side attempts to defeat and occupy two of the three posi¬ 
tions on the enemy's side. The current run is based on 
information from the battle at Bull Run in 1861. Future 
expansions will contain information dealing with other 
battles. 

Good: Matthew Easily played right 
out of the box. The rules are easy to 
understand and provides enough infor¬ 
mation to play. The card layout is clean 
and very easy to read for both sides. The 
different colored cards make it extremely 
easy to separate and store each side for 
future play. 

Simple rules and easy to understand 
gameplay allows players to play within 
the first half hour of opening the box. 
The artwork is cleanly drawn for the 
most part. The cards contain information 
that can be used to find out more about a 
particular regiment, general, or artillery 
type. One artist is used for the game, 
which lends a consistent style to the art. 

Good: Jim Play is very simple and 
straightforward . Dixie pZays much like 
Up Front from Aua/on Hi/Z without the 
action cards. Two people can play from 
only one starter. Civil War theme is 
new to the card collecting genre and at 


- Head to Head 

present this system and genre is 
unchallenged and has its own niche. 
Artwork is simple and undistracting so 
that play comes first and collectibility 
are not a focus. 

Units are derived from actual units 
at the battle of Bull Run. Generals and 
everything intact. Terrain cards are 
played only at the beginning of p/ay, 
thus demonstrating their importance . 
Big and sma/f games can be played by 
increasing the number of starting 
cards. 

Bad: Matthew The artwork for 
troops and generals has a colorful depic¬ 
tion of the general or one of the soldiers, 
but the background is either sketched in 
tightly, or there is no background, leaving 
a lot of white space on these cards. 

Dice are used to determine the out¬ 
come of battles and morale checks for 
wounded troops, which leaves players at 
the mercy of the random dice rolls, simi¬ 
lar to the problems in many good board 
games. Dixie is not designed for multiple 
players. 

Game design suggests a non-collec¬ 
table card set would have been better. 
The simple gameplay and few rules 
involved, along with the small amount of 
cards available in the set cause the 
replayability of the game to be low, 
although future expansions will definitely 
help. 

Bad: Jim No boosters make this 
tough to add onto. A complete set is 
200 cards and no o//rciaf distribution 
exists yet, lending to the idea that 
more than three decks may not be 
worth your time. Battle of Bull Run is 
not the most famous, nor the most 
interesting of the Civil War battles . 
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Written by John Zinser © 1995 


Slasher: The Final Cut ™ from 
Precedence Publishing 

T his tongue-in-cheek card game 
spoofs Hollywood's B-grade 
horror movies. Featuring 
movie-like photo-cards, Slasher is the 
first in the Cinemacard series of 
humorous card games from Prece¬ 
dence . 

Play focuses hilariously on the 
scenes that reoccur with “frightening” 
regularity in the films of the genre: 
the “fight” scene, the “sex" scene, 
“trail of blood," etc. All of the player- 
cast finds themselves trapped in the 
house along with the Slasher. 

Players introduce plot twists to 
resolve each scene with maximum 
carnage and humor value. Example 
plot twists include “Blood Bath” (the 
Slasher goes into a killing frenzy) and 
“Caught With Your Pants Down" 
(negate any defense). 

The Slasher may prove to be any 
of the players at any time during the 
game. Play continues until either the 
Slasher or all of the cast has been dis¬ 
patched. 

Those who enjoy chainsaws, B- 
Grade horror flicks, and gratuitous vio- 

be “dying" to get their hands 
>n a copy of this game. Special note: 
ssue #18 of SHADIS will include a 
slasher card that will not be available 
tnywhere else: “Gratuitous Nudity”. 
That’s right folks... only SHADIS 
)ring you gratuitous nudity! □ 
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Anfi-CIaus is Coming to Town 

”N_4 

A Berserk Boardgame Variant for On The Edge™ 


Written by Greg Stolze © 1994, Illustrated by Chris Lackey © 1994 


T he conspiracies are in an uproar! 
Well-defined ranks and files disin¬ 
tegrate! Cloaks, bennies and big 
fish rush around the city, heedless of the 
consequence! Is it the end of the world? A 
sinister plot of the Cut-ups™? Or is it just 
last-minute Christmas shopping? Possibly 
none of the above. All that is known is 
that a mysterious person calling himself 
“The Anti-Claus” has hidden a number of 
deadly dangerous “presents” on the island. 
Any conspiracy that can amass them all 
will have an edge on the rest of The Edge, 
But theyll have to move fast, . , 

The Game 

This board game is meant to be played 
with standard decks from Arias Games' 
On The Edge. Up to four “presents” are 
hidden in the city; the player who gets all 
four presents and transfers them to a sin¬ 
gle character with pull, wins the game. 
The four presents are described below. 

“The Magic HatebaU” is apparently 
a simple plastic eightball, However, 
instead of saying “yes”, “no” or “maybe/’ 
it says things like “You secretly want to 
kill your dad.” Its predictions are eerily 
accurate, though unsettling at first. Use a 
penny to represent the Magic HatebalL 
“My Little Chemical Warfare 
Plant” is apparently a toy chemical 
weapons factory, complete with realistic 
sickly worker action figures. Just don’t 
push the big red button on the smoke¬ 
stack. * . . It’s represented by a nickel. 

“A Skin Integrity Christmas” is an 
album that most people “just don’t get.” 
The band broke up after the death of 
their drummer, and explained that this 
was a concept album to prove that music 
can’t make people more aggressive or 
violent. The album is represented by a 
dime. 

“The Acronym icon” is a dread and 
secret tome that reveals all the intercon¬ 
nections between all the businesses and 


bureaus that go by their initials. With it, 
the initiate can connect CBS to the NS A, 
along with OPEC and OTQ. . . , It’s rep¬ 
resented by a quarter. 

Each of these is treated as gear, 
although the presents cannot be popped. 
Every present has an effect on its carrier: 

The Magic Hatebal! automatically flips 
any character who finds or receives it. 
This effect cannot be prevented. Howev¬ 
er, once the character recovers, s/he can 
be cranked to look at the next three cards 
in any deck. 

A character bearing My Little Chemical 
Warfare Plant can crank to pop every charac¬ 
ter in its barrio, self included, no save, 

ff an Artist has the album “A Skin Integrity 
Christmas,” he or she gains +7 power. 

A player whose character carries the 
Acronymicon can crank other players 1 
resources for pull, S/he cannot crank them 
for other purposes {such as Movement, see 
below) and must use all pull so gained. 

4 

Rules Changes 

There are no ranks and files. Instead, 
characters can attack anyone in the same 
barrio (see Movement, below). The excep¬ 
tion to this is the Arms barrio; only Gov¬ 
ernment characters can initiate an attack 
in the Arms barrio. Certain Resource 
cards can be cranked to effect placement 
on the board. Instead of producing pull, 
the Resource moves the character directly 
to a specific barrio, without cranking the 
character. The correspondence of Barrio 
to Resource is in the box. 

So, for instance, if player A had 
searched Flowers Barrio fruitlessly on the 
last turn, on her next turn she could crank 
her “Friends in the Plaza of Arms” to 
move the searching character directly from 
Flowers to Arms. The resource would pro¬ 
vide no pull if used in this fashion. 


Movement 

Unless moved by a resource, charac¬ 
ters must crank to move from one barrio 
to an adjacent one. They can only travel 
between barrios that are marked with a 
path; you can’t go directly from Great 
Men to Broken Wings unless you use the 
resource to do so. The exception to this is 
the card Total Taxi. Instead of being used 
to avoid combat, Total Taxi can take any 
character anywhere on the island, without 
cranking the character. Note that if the 
card is used to avoid combat, the charac¬ 
ter does become cranked. If used to avoid 
combat, the player can still have the taxi 
drop the character anywhere he or she 
desires. When a character is brought into 
play, the player calling it can opt to have 
it begin in one of the barrios, if the char¬ 
acter was summoned with influence from 
the proper resource. If Player B cranks 
“Friends in Great Men Barrio” to bring in 
Isa Ifaq, he can bring Ifaq into play in 
Great Men Barrio. Otherwise, all charac¬ 
ters start play in The Terminal. The 
exception to this is Burger; all Burger 
cards must begin play in The Terminal 

Hiding in the Past 

Each player is given one “present” at 
the beginning of the game. The players 
should secretly note which barrio the pre¬ 
sent is hidden in. If there are more than 
four players, the players who got to hide 
the presents go last. 

Finding the Presents 

A character may crank to search a bar¬ 
rio. When a player controlling a character 
does so, the players take turns revealing 
whether they have hidden their present in 
that barrio, going clockwise. Once a sin¬ 
gle present has been found, the character 
is done searching and cannot find any 
more. For example, if Players A and B 
have both hidden their presents in Justice 
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Barrio, and Player C’s character searches 
Justice Barrio, only one of them has to 
reveal that the present is there. However, 
i Player C had two characters searching 
:he barrio on the same turn, both pre¬ 
sents would be found. 

Stealing the Presents 

Unlike normal gear which is popped 
//ith its bearer, the presents of the 
^nti-Claus are indestructible. Whenever a 
zharacter carrying one is popped in com¬ 
bat, the present is transferred to the char¬ 
acter who popped him or her. If the pre¬ 
sent is popped by another means, the 
present is considered to be hidden in the 
barrio where the character died. □ 
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Boosters 


t TNG* Boosters 

Boosters. 

Boosters.- 

, e w Starters.* 

L™ Boosters. 

S> e have all other S * 11 
uswaHy ha * ^ for ■ 
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The J\acic Source 




■ 


❖ We accept checks and money orders plus Visa, 
Mastercard, American Express, and Discover cards, 

❖ Free Airborne next day 
orders. 




. :,-V 


shipping on certain 

*’ vTv’^kT'C. • *' • i >' 


❖ We can usually get your order out the same day if 
ordered by 3pm Eastern Time. 

•I* We have unopened out-of-print packs/sets. Cali or 
write for availability. We also buy collections. 


• . V ■ ■ ‘ 

_ 


We have more than 40,000 individual cards in stock1 

ke Age is a trademark of Wizards of tin Coast, lot £ta>mtroqper is a trademark of Target Games AB. 

Star Trek: The Next Generation is a registered trademark of Paramount Pictures, Inc, Wjnrem is a trademark 
of U-S. Game Systems, Inc. Srm Cfty is a trademark of Sim-Business, ftoge is a trademark of White Wolf. Inc. 
Ultimate Combat is a trademark of Ultimate Games, Inc. The Magic Source is a trademark of Adventures By Mail. 


To place an order or to receive our 

latest catalog, call 1-800-2MAGIC6 

Or email to: mike@abm.com 

Or mail to: Adventures By Maii . 

, POB 436, Cohoes, NY 12047 


Ask for our 
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A Collector s Guide to U.S. Games 1 Game of Battling Dragons* 


□ 001 

Wyvem 

c 

□ 002 

Amphiptere 

c 

□ 003 

Undwijrm 

u 

□ 004 

Guivre 

c 

□ 005 

Jormungandr 

R 

□ 006 

Tarasque 

u 

□ 007 

Vittra 

u 

□ 008 

Fafnir 

u 

□ 009 

Pakawjak 

u 

□ 010 

Moghur 

u 

□ 011 

Tiamat 

u 

□ 012 

Colchis 

c 

□ 013 

Gryphon 

u 

□ 014 

Leviathan 

u 

□ 015 

Basilisk 

R 

□ 016 

Typhon 

C 

□ 017 

Echidna 

u 

□ 018 

Chimera 

u 

□ 019 

Azhi Dahaka 

u 

□ 020 

Mushussu 

u 

□ 021 

Lung Wong 

u 

□ 022 

Kakutan 

u 

□ 023 

Scylla 

u 

□ 024 

Vouivre 

R 

□ 025 

Thuhan 

R 

□ 026 

Amphisbaena 

R 

□ 027 

Phyrgian 

R 

□ 028 

Cynoprosop I 

R 

□ 029 

Draco 

R 

□ 030 

Shapes hi f ter 

R 

□ 031 

Moat 

U 

□ 032 

Vines 

U 

□ 033 

Coral Reef 

C 

□ 034 

Swamp 

C 

□ 035 

Frozen Lake 

u 

□ 036 

Pit 

IT 

u 

□ 037 

Cliff 

u 

□ 038 

Crevice 

u 

□ 039 

Wall 

u 

□ 040 

Desert 

c 

□ 041 

Cave 

c 

□ 042 

Clouds 

u 

□ 043 

Forests 

c 

□ 044 

Swamp Hole 

u 

□ 045 

T unnel 

u 

□ 046 

Quicksand 

R 

□ 047 

River 

c 

□ 048 

Ocean 

c 

□ 049 

Lake 

c 


□ 050 

Mansion in the Sky 

u 

□ 051 

Golden Fleece 

R 

□ 052 

Golden Apples 

C 

□ 053 

Pearl 

c 

□ 054 

Jewels 

c 

□ 055 

Dragon Egg 

R 

□ 056 

Sword 

C 

□ 057 

Gold 

c 

□ 058 

Princess Libya 

c 

□ 059 

Oriental Princess 

R 

□ 060 

Maiden in Distress 

C 

□ 061 

Firebreathing 

c 

□ 062 

Flood 

c 

□ 063 

Hail Storm 

c 

□ 064 

T sunami 

c 

□ 065 

High Winds 

R 

□ 066 

Help 

c 

□ 067 

Frost breathing 

c 

□ 068 

Hero 

R 

□ 069 

Poison Breathing 

C 

□ 070 

Sacrifice 

C 

□ 071 

Knowledge 

c 

□ 072 

Magical Sword 

c 

□ 073 

Seaweed 

c 

□ 074 

Whirlpool 

R 

□ 075 

Medeas Spell 

R 

□ 076 

Fireball 

C 

□ 077 

Fi rebolt 

c 

□ 078 

Poison Chalice 

R 

□ 079 

Strangle Hold 

R 

□ 080 

Avalanche 

C 

□ 081 

Earthquake 

c 

□ 082 

Golden Apple 

c 

□ 083 

Armor 

c 

□ 084 

Night 

c 

□ 085 

St, George the Dragon Slayer 

c 

□ 086 

Sigurd the Dragon Slayer 

c 

□ 087 

Sir Lancelot the Dragon Slayer C 

□ 088 

Kiss of Le Succube 

R 

□ 089 

Marina 

C 

□ 090 

Jason the Dragon Slayer 

R 

□ 091 

Shan Dragon 

U 

□ 092 

Gani 

U 

□ 093 

Hydra 

U 

□ 094 

Grendel 

R 

□ 095 

Celestial Dragon 

U 

□ 096 

Mokelembembe 

U 

□ 097 

Naga 

U 

□ 098 

Gargouille 

U 


□ 099 

Rahah 

u 

□ 100 

Kioh-Lung 

u 

□ 101 

Kulkulcan 

u 

□ 102 

Lambton Worm 

u 

□ 103 

Gandarewa 

u 

□ 104 

Ajatar 

R 

□ 105 

Pan Lung 

U 

□ 106 

Mountains 

U 

□ 107 

Snow Drifts 

U 

□ 108 

Forest Fire 

U 

□ 109 

Brush Fire v 

U 

□ 110 

Underwater Cave 

u 

□ 111 

Cauldron 

c 

□ 112 

Fountain of Youth 

c 

□ 113 

Silver Chalice 

R 

□ 114 

Magic Potion 

c 

□ 115 

Magic Wand 

c 

□ 116 

Pick a Treasure 

c 

□ 117 

Ship Wreck 

c 

□ 118 

Secret Treasure 

c 

□ 119 

Treasure Room 

c 

□ 120 

Magic Shield 

R 

□ 121 

Snow Storm 

R 

□ 122 

Twister 

C 

□ 123 

Volcanic Eruption 

c 

□ 124 

Meteor Shower 

c 

□ 125 

Heatwave 

c 

□ 126 

Magical Healing 

c 

□ 127 

Power Switch 

R 

□ 128 

Magnetic Field 

R 

□ 129 

Dwarven Army 

C 

□ 130 

Crystal Ball 

C 

□ 131 

Possession Spell 

C 

□ 132 

Beowulf the Dragon Slayer C 

□ 133 

Battle Chaos 

c 

□ 134 

Doomsday 

R 

□ 135 

Turn the Tables 

R 

□ 136 

Wyvem; gold or silver foil: 


Ultra-Rare 
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When First I heard the 

Rebel Yell...! 


Written by Marcelo Figueroa © 1995 




The First Battle Of Manassas: 

Scenarios for 

Dixie: Bull Run 1861 

The American Civil War 
Trading Card Game 

History lesson: At 6:00 a.m. on July 
21st, 1861, the area southwest of Cen- 
treville, Virginia, exploded in a fury of 
gunfire and bloodshed to be forever 
known as the First Battle of Bull Run 
(although the good southern gentleman 
would have us remember it as First 
Manassas). It was also the first major 
engagement of the American Civil War. 

As a quick overview, the Union 
Army, under Gen. Irvin McDowell 
moved against the Confederates, under 
Gen, P.G.T, Beauregard, in an attempt 
to secure the rail hub at Manassas Junc¬ 
tion. After a very long and hard fought 
morning, the outnumbered Confeder¬ 
ates were driven back upon Henry 
House Hill where they made a stand 
:hat eventually tired out the Federal 
advance. 

When fresh Confederate troops 
arrived that afternoon the tide of battle 
lad turned. The Federals, now outnum- 
aered and outflanked, began a rout that 
;urned into a string of disasters that 
vouldnit end until the summer of 1863 
at the Battle Of Gettysburg. The two 
scenarios are presented to be used with 
Dixie's standard game format of captur- 
ng two of your enemy's three posi- 
:ions. 

Special Instructions: Card num¬ 
bers appear below in the scenario 
nstructions for units to be set up in that 
position. Stack composition is left up to 
he player. Overstacking is not allowed. 

14 - 


Some positions have more cards listed 
than can be stacked there. In this case, 
whatever cards the player decides to 
not deploy in that position are to 
placed in the Reinforcements pile. 

The Reinforcement pile should be 
composed of all of the reinforcement 
units, the units that were not placed in 
a position plus no more than two of 
any of the Special cards listed in the set 
up instructions. The Reinforcement pile 
should be shuffled before each game, 
and each player should draw three 
cards before the first turn. All Dixie 
rules apply throughout the game after 
setting up the scenario. 


Scenario 1: Matthews Hill. 



Union Set Up: 

Left And Center Positions: 106, 126, 
128, 152- 155. 

Right Position: 114, 125, 129 - 131, 
147-151. 

Reinforcements: 107, 118, 156 - 
158. 

Special Cards: 193 - 199, 

Confederate Set Up: 

Left Position: 210, 257 - 258. 

Center Position: 211, 226, 269 - 
272, 277 (Bonus for this card applies to 
all Confederate positions, L, R, and C). 

Right Position: 205, 225, 267 - 268. 

Reinforcements: None. 

Special Cards: 286 - 294. 


Scenario 2: Henry House Hill. 

Initiative: Union Player 

•* 

Union Set Up: 

Left Position: 109, 134 - 135, 147, 
149. 

Center Position: 125, 156 - 157, 
162, 

Right Position: 114, 118, 129 - 130, 
151, 161. 

Reinforcements: 115, 139 - 142, 
148, 158. 

Special Cards: 193 - 199. 

Confederate Set Up: 

Left Position: 202, 220, 253, 267. 
Center Position: 214, 221, 224, 262 
- 266. 
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Dixie: First Bull tiun Edition 


A Collector’s Checklist 


No. Type ,Name,Bri^de ,CV ,FV S 

□ 100,GenJ>a^ YAO/IA 

□ 101 h GeaMiles,VQ/13 t 

J 102 4 Gen,Rici^aI\/,0/l,5 r 

□ 103,Gea 1 BknkerV/l ( 0/l > 5. 

0104 1 Gen^H^tzekTianJfl i 1/0,5 T 

□ 105,GeaHmteriU/03, 

□ !O6 t G0rt3u^^ 

QmpnfrribMnyiM 

□ mGen,HowadJK,lAJO t 

Q 109 p GeaKfiyesJ/l,l/lplO t 

□ 110,GenJ^d>3wd.Diep^^ JO, 

Oil l,Gen,SchenkJ/2, 1/1,10, 

0 ,U2 l Gen f TvlerJ 1 l/l,10t 

Qm&nWkmmvm 

0114, WorterJH t l/2>15, 

0115 t Gm5hemianJ/3 ( 2/ltl5, 

0116,Gen,Ridml^J/43/l,15, 
QU7MlstUS,CoG",(BiwflKy 

1/4,2 F2/F2,1G, 

0 llS/W/lst US, Cbr,(Ricksto) 

IH/1,3 Fl/F2,9, 

0119 Art," 2rtd US n Co A' 1 ,(Tribal) 

V/1,2F1/F2,6, 

0120At, 2nd US, Co D"J (Arnold) 

1/23 Fi/sm 

0121M'2ndUS,Cor,(Caiye) 

1/23 F1/F2 A 

0122M’"2nd US, Co G'\(Qneme) 

V/23 F1/E2A 

0123 M'2nd US, Co M" fii* 1/43 F1/F2 A 
0124M/'3Td US, Cb rjftM 1/33 F1/F2A 
0125M”5th US, Co CT JWVU Fl/fE.9, 
0126MAH713 NYJl/2,1 Fl/F3,4, 

012?MBrookiwDods New York, 

(Brmkwood) V/l 3 Fl/F2,9, 

□ 128,Art,Rhode Jsbnd Art, 

{Re^W3Fl/R,9, 

0129,0*^3*1 US Dragoon Jt/1,1,2, 

0130,03^,151 US CasjeivJl/1,1,2, 

0131,Cawety^nd US Cadry J/13A 
0132 Jnf, 1st Connecticut 

O ISSJnf^hdComecbojUA^A 

0134Jnf3rd ConnedicuiJ/1,2,6, 

Q 135Jri,2nd 

□ 136H82nd New YorkJ/23 A 
0137 Jnf,1st OhbJ/23A 

0138^rf,2nd QhioJ/2,2 A 

Q 139Ml3lh New YorfU^,U 

01401^,6% New YoikJ/3,3,9, 

0141H7^NewYakJ/33 5 9, 

□ 142Jnf,2nd Wmxm ,1/3,3,9, 

0143 Jnf, 1st MassxhuseteJ/43A 
0144Jnf,2nd MjduganJ/4,3,9, 

□ 145inf3td Michel J/4,2,6, 
0146M12thNewYofkJ/4,13 t 

0147 Jnf ,8ih New York MiitiaJl/1 ,1 ,3, 

omHS^NewYcW/USA 

0149Jnf37th New Yo*kJI/13A 


0150MUS Regdar S^alcnJl/1,4,12, 

0 151MUSMe^ BadafionJl/l 5 U 
0152 Jnf ,2nd New HampehireJl/23 A 
Q 153^,71st New YorkJl/2,2,6, 

0154,H,lst Rhode tdbndJf/2,1,3, 

0155H2hd Rhode felandJl/23A 

□ 156Jnf,5th Massachusetts J1A J3, 

Q 157JnU 1th MassadiisetfeJE/l ,2,6, 

□ 158 Jnf, 1st MinnesataJH/l3,6t 

□ 160 Jnf ,4th Michigan JII/23 A 

□ 161Jnf.ll^ NewYotW2,2,6, 

Q 162Jnf,38lh NewYorkJll/2,2A 
Q163M3rdMaineJH/3,2,6, 

Q 164Jnf ,4th MaaneJIl/3 s 2 s G, 

□ 165 Jnf,5ft ManeJl/3,1,3, 

□ 166Jrrf,2nd VsiTmlW 

□ 167 Jnf, 1st New Jersey Mto JV/1 ,13, 

□ 168Jhf,2rtd New Jersey Mi&tiaJV/lJ3> 

□ 169 Jnf 3rd New Jersey MftiaJV/l,l3i 

□ 1704rJ,4th New Jersey MliaJVA 33, 

Q171 Jnf, 1st New Jersey JV/23,6, 

□ 172 Jnf ,2nd New Jersey JV/2,2,6, 

□ 173Jnf,3rd New JerseyJV/2,2,6, 

Q174M4M New YorkJV/233, 
Q175K&hNewYorkVAU 

□ 176K29thNewYakV/l,U 

□ 177M,3%NewYotk,V/l,3,9, 

□ 178K 27th Pems^ra,V/13,6, 

□ 179Jri 16ft New York,V/2£6, 

□ 180Ml8(hNewYork,V/2,lA 

QlSlHSlstNavYo^V^A 

□ 182 Jnf ,32nd New York,V/2,2,6, Urninbered 
Q 183,lrf 1 21^NewYo^,Unb^d t 2,6, 

□ IMJnf^NewYc^Uitri^UA 

□ 185,Ten^CenlievIe,Defender +1 Morale, 10, 

□ 186,TenaiUlokkn HI, Defend +1 CV,10, 

Q 187 1 Terrain T iiJ Rmjdcwneot 13, 

□ ISSJenai^Stone Bridge, Movement: 3,10, 

□ 189JerainSidey Woods, Attacker -1 CV,1G, 

□ 190 JenaA Grigsby Woods, Allacker -1 CV t 10, 

□ 191,Sp0rial3ui^fr^^ 23, 

□192 1 Spedd f Bafls ForiJVkv&rwit: 2,5, 

□ 193,Spedal J Ccb L -Gu0ri,+l Morale, 10, 

□ l^^pedalOutfenk,^ card to cutfbffcA 
Q 195,Sperid jbrced ManA2 Inf mcwes3 T 



□ 197 3pedaiJ^,Caned 1 tou£ 3 , 



Double CV for Arty,5, 

□ 199,Speed,Uniform Confusion, 

Enemy dxofc sdf.A 

□ 2(X),Gen,BorhamJ > otciTT0i^ 

□ 201,GeaHoln^potomac/8,0A A 

□ 202,Gen,Cod«,F^^ 

□ 2Q3,GenJfeaureg0jd, Army Fbtonnae J/1,10, 

□ 204 , 60030 ^^^ 001 ^, 1/1,10, 

Q206,GenJ3artiM 5 Sh^^ 

□ 206 f Gen r BwelJ\]l)anTaQ^ ,1/2,15, 


□ 207,Gen JchnstoaArmy Shenandoah, 1/2,15, 

□ 208 ,Gen 3 n#L 3 henand^^ 

Q 209,Gen3bey3herandoa^ (RepD,2/1 , 15, 

□ 210,Ckn3i^,Potomac/7 1 2/l T lS t 

□ 211 ,Gen3ee t Sh®iandoah/3,2A f lS, 

□ 212,Gen T Earty,fttof^ 

□ 213,GenJi](i^str^ctorW 

Q 214,Gen,Jad$c*^^ ,2/2 ,20, 

□ 2l5MAiexanc4rE Light Art, 

(Kemper) Potomat^l,l Fl/F3,4, 

□ 216MR»chmond Howitaers, 

(Si^kfe) Potomac/1,2 F1/F3& 

Q 217 ,Ait, "Washington, 1st Co", 

(Rossed3Fl/F3,12, 

□ 218M Washingim, 2nd Co", 

(MiledPotomac/3 T l Fl/F3,4, 
□219M , VWiflkiv3dCo”, 

(Garnett) Potomac/4,1 R/P3,4, 

□ 220MLordan Battery, (Rogers) 

Potomac/5,1 Fl/T3,4 t 

□ 221^4ndiurg Battery, 

[UlhaniPotorTiac/S,l Fl/F3,4, 

□ 222A^'Washinglori, 4th Of , 

(Squires} Potomac/63 Fl/F2,9, 

□ 223 Ai^Pcrcd Art,(Walker) 

Pofcmac/8,2 Fly^A, 

□ 224 Artjtockbridge Art, 

Shenandoah/l ,2 Fl/F2,6, 

□ 225MWE0 Ait,(Abertis) 

Shenand09h/2,1 F1^3,4, 

□ 226M3tajton Art,frhbodon) 

Shenandoah/3,1 Fl/F3,4, 

□ ^7MCu|)epper Art 

(Bed^ian^ ShermlodV4,l Fl/F3,4, 

□ 228Ait ( Thorres Art,(Stenard) 

Unbripdeil F1/F3A 

□ 229,Ca^y f 30th Vagin^otomac/ 

Uririgaded3 f 6, 

Q 230,Caalry J-iarnson's Batfeto, 

PokrrracAJr4ii^ded t l ,2, 

□ 231 t Cadjy Independent Caaky, 






□ 232,Caiaky,lst \kgtm, 

Shermlceh/Uibri^ded,2,4, 
Q 233Jd^nd South Carofra, PotonBc/13,9, 

□ 234jnf t 3id Sodh Cardin Potomac/13A 

□ 235JnJ,7^ South Cerotina, Potomac/13,6, 

□ 236Jnf,8th Soih Catoba, Poton^c/13.6, 

Q 237Jnf,8lh Loistara, Potomac/1,2,6, 

□ 23S^n£,5th AJabarm, Potomac/2,2,6, 

□ 239Jri6fr Abbama, Pbtomac/2,2,6, 

□ 240Jri ,6th Louisiana, Potomac/23,6, 

Q 241Jnf,17th Mlssissjppi, Potomac/3,3,9, 





□ 243Li5th Saih Carolma, Potomac/333, 

□ 244^3th North C^dra, PotonW4 5 2A 
Q 2WMVt^ndMxr^^ 

□ 246HHfc Potomac/43,6, 

□ 247jnf, 17fi VipiB, Potomac/43,6, 


□ 249Jnf ,8th Virgi^otomac/5,3,9, 

O 250Jrtf, 18th Vngm, Pbtomac/53 1 6t 

□ 251 Jnf,19lh Virgnia, Potama£/53A 
Q 252Ji i,2&h Vbgi.ua, PotccrBC/5,2,6, 





□ 254inf,7th t aisam, Potomac/6,3,9, 





nri 


□ 256Jnf ,7th VbgtoiaJ^)to(m/63,6, 

□ 257Jnf ,1st Louisiana, Pbtomec/7,3,9, 

□ 258Jd,4lh South Caiolna, Potomat/733, 

□ 259Jnf, 1st Arkansas, Potomaq/8,13, 

□ 260Jd,2nd Tennessee, Potomac/83,6, 

□ 261 Jnf,Hampton s Legion, 

FtonatAbbhgaded,^^ 

Q 262Jnf,2nd ,4,12, 

0 263Jnf ,4th Vw^rnmb&/\ 3,9, 

□ 264Jrrf r 5th Vi^a3henandcah/13,9, 

□ 265Jrf 1 27th Vtrgnia^henandoah/l 3,6, 

□ 266^nf,33d Vrrgh0 1 Shenandoah/l,2,6, 

□ 267Jnf ,7th Georgja3henandoah/23 s 6, 

□ 268Jnf ,8th Georga3h™ndoah/2,2,6, 

□ 269Jnf ,4th Abbama i 9ienaiidoah/3 1 3,9, 

Q 270Jnf,2nd Missi^plShenandoalV33H6, 

□ 271 Jnf, Hth Mississippi, ShenandoatV33,6, 

□ 272Jnf ,6lh North Cardna, ShenmdcdVS.S.e, 

□ 273Jnf, 1st 

Q 274M3id Tennessee, 9iemndodV4,l,3, 

□ 275Jnf,10th Virginia, 9ierandoah/43,6, 

□ 276Jnf, 13th Virginia, Shenandoah/43,6, 

□ 277,Tenato>!atlhews Hrl, Defmder+1 CV,10, 

□ 278,Tenasn,Hemy HU Defender +1 CV,10 T 

□ 279Jenato,LodtoUt HU Defender+1 CV,10 t 

□ 280,Terrato,[UppedBd)Run,Mo^n^ 13, 

□ 281,Tenaia?J3Wff) Bull Rrn, Mowamert: 13, 

□ 282,Tenan\BLjl RmJVkwement 1,5, 

□ 283 t Tenrain,Chjnn Woods, Aflacker -1 CV,10, 

□ 284,Tenm5uA Woods, AUad^r 1 CV,10, 

□ 285JenahJ«m Wooch, Attacker -1 CV, 10, 
O 286,Spedal,Ccyer, Defender +1 Morale, 10, 

□ 287 t SpedalJlebcl Yd!, USA -1 in Mdee3 J 

□ 28S^peciaU^aly„CanDei 1 rai,5 p 

□ 2893pecol t CbiQr<xerl,+l Morale ,10, 

O 2903pea^,Oulfbnk,l Unit outfanksA 

□ 2913peddjbmed March, 2 W Mo^$3 f 

□ 2923pedal^arpshooter,,l F3 Long at Gen,5 t 

□ 2933peciaLJ>x^ 

Doiiie Qnster CV,5 T 
0 294,SpecEi,Untoi Confuaon, 

Bienv Shoots Sdf3, 

□ 295,Sped#1anassas Gap RR, 

3 Addl Reinforaemerts, 15, 

□ & Alexandria RR, 

2 AdtS Ranforeemen^lO, 

□ 2973pecBl 1 Bbckbum's Fbd, Mcwement; 23, 

□ 298,SpecialMitdid's Ford, Movement: 2 3, 

□ 2993pedal,Unaan Mis Ford, Mcwement 2,5, 
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” Of the Guardian 


TM 



A Collector’s Checklist 


□ R 

Admiral Aks 

□ c 

Destroyer - Antiochus 

□ R 

Aerial Bombardment 


Class 

□ U 

Armored Marine 

□ c 

Destroyer - Cyclops 


Landing Barge 


Class 

□ U 

Artifact Heist 

□ c 

Destroyer - Date 

□ u 

Assassination 


Masamune Class 

□ c 

Asteroid Field 

□ c 

Destroyer - Florianus 

□ R 

Atheism 


Class 

□ C 

Battleship - Achilles 

□ c 

Destroyer - Fofner Class 


Class 

□ c 

Destroyer - Galleinus 

□ c 

Battleship - Chimera 


Class 


Class 

□ c 

Destroyer - Griffin Class 

□ c 

Battleship - Mars Class 

□ c 

Destroyer - Hestia Class 

□ c 

Battleship - Odysseus 

□ c 

Destroyer - Minotaur 


Class 


Class 

□ c 

Battleship - Thor Class 

□ c 

Destroyer - Nemesis 

□ c 

Battleship - Trajan Class 


Class 

□ c 

Black Hole 

□ c 

Destroyer * Nero Class 

□ R 

Blood sword 

□ c 

Destroyer - Romulus 

□ C 

Boffin Turret 


Class 

□ u 

Bombing Blitz 

□ c 

Destroyer - Sphinx Class 

□ u 

Bribe 

□ c 

Destroyer - Typhon Class 

□ u 

Caracole 

□ u 

Destroyer Escort - Frey 

□ c 

Catapult Failure 


Class 

□ R 

Civil Defense 

□ u 

Destroyer Escort - Loki 

□ R 

Claymore Bombers - 


Class 

Thundering Death Squadron 

□ u 

Dirk Fighters - Mercury 

□ u 

Codes Broken 


Squadron 

□ u 

Command Cruiser - 

□ u 

Dirk Fighters - Platinum 


Galerius Class 


Squadron 

□ u 

Command Cruiser - 

□ u 

Dirk Fighters - Ruby 


Septimus Severus Class 


Squadron 

□ u 

Command Cruiser - 

□ u 

Dreadnought - Odin 


Tyr Class 


Class 

□ R 

Crisis in Command 

□ u 

Dreadnought - Scipio 

□ R 

Cult Following 


Africanus Class 

QU 

Dagger Fighters - 

□ u 

Dreadnought - Vulcan 


Opal Squadron 


Class 

QC 

Damage Control 

□ c 

Engine Failure 

QU 

Damage Repair 

□ c 

Escort Carrier - Caligula 

□ U 

Dark Matter Creatures 


Class 

□ C 

Deadman Switch 

□ c 

Escort Carrier - 

□ U 

Deep Penetration 


Heimdall Class 

□ R 

Democratic People's 

□ c 

Escort Carrier - 


Medal of Honor 


Hyperion Class 


46 


□ c 

Escort Carrier - 

QC 

Heavy Cruiser - li 


Prometheus Class 


Naomasa Class 

□ c 

Escort Carrier - 

□ C 

Heavy Cruiser - Joerd 


Tokugawa Ieyasu Gass 


Class 

□ c 

Escort Carrier - Triton 

QC 

Heavy Cruiser - Julius 


Class 


Caesar Class 

□ c 

Falcata Fighters - 

□ C 

Heavy Cruiser - Jupiter 


Garnet Squadron 


Class 

□ u 

Fast Light Carrier - 

QC 

Heavy Cruiser - Kuroda 


Baldur Class 


Nagamasa Class 

□ u 

Fast Light Carrier - 

QU 

Home Defense Fighters 


Vesta Class 

□ U 

Hull Breach 

□ R 

Field Promotion 

QU 

HyperMissile 

□ C 

Fighting Withdraw! 

□ U 

Hyperspace Radio Taunt 

□ R 

Flamberge Bombers - 

□ R 

James M, Warden 


Rolling Flame Squadron 

□ C 

Jump Shift 

□ U 

Fleet Carrier - Tiberius 

□ u 

Jump to Hyperspace 


Class 

QC 

Kamikaze Doom Driver 

□ U 

A 

Fleet Defender - Idun 


Torpedoes 


Class 

QR 

Katana Fighters - 

□ U 

Fleet Defender - Remus 


Bloodstone Squadron 


Class 

□ R 

King Dion Starfire 

QU 

Fleet Protector - 

QC 

Laser Dazzler 


Njoerd Class 

QC 

Last Ditch Defense 

QU 

Fleet Support Ship - 

QC 

Legendary 'Bots 


Zeus Class 

QU 

Legendary Battery 

QC 

Frigate - Hellhound Class 


Commander 

QC 

Frigate - Honda 

QC 

Legendary Bombardier 


adatsugu Class 

QR 

Legendary Captain 

□ C 

Frigate - Mercury Class 

□ C 

Legendary Chaplain 

□ R 

Garth Pantha 

□ u 

Legendary Engineer 

QC 

Gatling Laser Cannon 

QU 

Legendary Executive 

QU 

Ghost Ship 


Officer 

QU 

Glitzy Ad Campaign 

QC 

Legendary Flight Leader 

QU 

Hangar Fire 

QU 

Legendary Governor 

QU 

Harmonic Shield 

QC 

Legendary Gunner 


Disrupter 

QC 

Legendary Intelligence 

QC 

Heavy Cruiser - Atlas 


Officer 


Class 

QC 

Legendary Navigator 

QC 

Heavy Cruiser - Basilisk 

QC 

Legendary Reconnaisance 


Class 


Officer 

□ C 

Heavy Cruiser - Gorgon 

QC 

Legendary Rescue Officer 


Class 

QC 

Legendary Ship s Pilot 

□ c 

Heavy Cruiser - Hades 

□ U 

Legendary Squadron 


Class 


Leader 
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□ u 

Legendary Squadron 

□ u 

Missile Cruiser - Fenris 

□ c 

Scimitars (Long Range) 


Maintenance Officer 


Class 


Fighter-Bombers - 

QU 

Legendary Tactics Officer 

□ u 

Missile Cruiser - Forseti 


Lapis Lazuli Squadron 

□ u 

Light Carrier - Augustus 


Class 

QC 

Scimitars (Long Range) 


Class 

□ u 

Missile Cruiser - Minerva 


Fighter-Bombers - 

□ u 

Light Carrier - Dragon 


Class 


Steel Squadron 


Class 

□ R 

Mutiny 

QC 

Scimitars (Short Range) 

□ u 

Light Carrier - Neptune 

□ u 

Nebula 


Fighters 


Class 

□ u 

Orbital Defense Platform 


- Amber Squadron 

□ u 

Light Carrier * Poseidon 

□ u 

Pilot Error 

□ c 

Scimitars (Short Range) 


Class 

□ c 

Pilum Torpedoes 


Fighters - Gold Squadron 

□ c 

Light Cruiser - Cariniu 

□ c 

Planet Buster Bomb 

QU 

Scramble 


Class 

□ u 

Planetary Base 

□ C 

Shield Booster 

□ c 

Light Cruiser - Chimera 

□ u 

Planetary Defenses 

QC 

Shield Rotation 


Class 

□ u 

Planetary Survey 

□ R 

Ship Crash 

□ c 

Light Cruiser - Cronos 

□ u 

Plasma Web 

QR 

Ship of Fools 


Class 

□ u 

Prayer 

QR 

Ship's Cat 

□ c 

Light Cruiser - Demeter 

□ u 

Propaganda Campaign 

□ U 

Smart Torpedoes 


Class 

□ c 

Pulse Cannon Gun Turret 

QR 

Snaga Ohme 

□ c 

Light Cruiser - Didius 

□ u 

Quantum Space Anomaly 

□ R 

Social Malaise 


Julianus Class 

□ u 

Radiation Leak 

QR 

Solar Flares 

□ C 

Light Cruiser - Grendel 

□ c 

Ramming Armor 

□ U 

Space Fungus 


Class 

□ u 

Ramming Shields 

OR 

Space Rotation Bomb 

□ c 

Light Cruiser - Hera 

□ R 

Raoul and the Little One 

Q R 

Spar afuci lie 


Class 

OC 

Rapier Fighters - 

□ R 

Special S Adonia 

□ c 

Light Cruiser - Hippogriff 


Amethyst Squadron 

QR 

Special S Can us Prime 


Class 

□ c 

Rapier Fighters - Onyx 

□ R 

Special S Capital of the 

□ c 

Light Cruiser - Hydra 


Squadron 


Democracy 


Class 

□ c 

Rapier Fighters - 

QR 

Special S Hell’s Outpost 

□ c 

Light Cruiser - Iapetus 


Sapphire Squadron 

□ R 

Special S Laskar 


Class 

□ R 

Rebuild and Overhaul 

□ R 

Special S Meseopolis 

□ c 

Light Cruiser - Oda 


Facility 

QR 

Special S Shiloh 


Nobunaga Class 

ou 

Recalled to Base 

QR 

Special S Solgarth 

□ c 

Light Cruiser - Rhea 

□ u 

Reconnaissance Mission 

□ R 

Special S TISor 


Class 

□ u 

Regroup 

□ R 

Special S Vangelis II 

□ c 

Light Cruiser - Unicorn 

□ c 

Revolt 

□ U 

Spinal Mount Meson 


Class 

□ u 

Ripple Fire 


Cannon 

□ u 

Listening Post 

□ u 

Rogar of Mooria 

□ U 

Squadron Automated 

□ c 

Long Range Guns 

QR 

Royal Dispute 


Lauh Tubes 

QR 

Lord Derek Sagan 

QR 

Ruins of the Guardian 

QC 

Squadron Battle Damage 

□ c 

Magnetic Repellor Shields 


Abbey 

□ R 

Star Jewel 

OR 

Maigrey Mori anna 

□ C 

Running the Flank 

□ u 

Stiletto Bombers - 

□ R 

Mark of Cowardice 

QR 

Sabotage! 


Jet Squadron 

QU 

Mark XXVI Smart Bombs 

□ R 

Sacred Blade 

QU 

Stiletto Bombers - Zircon 

□ U 

Mass Fire 

□ R 

Salvage Base 


Squadron 

□ C 

Micro Jump 

□ R 

Sceptre of the Goddess 

QC 

Synthetic Diamond 

□ R 

Military Academy 

QU 

Schiavona Fighter- 


Armor 

□ C 

Minefield Strength 1 


Bombers - Jade Squadron 

QS 

System A 

□ U 

Minefield Strength 2 

□ U 

Schiavona Fighter- 

□ S 

System B 

□ R 

Minefield Strength 3 

Bombers - Sandstone Squadron 

□ s 

System C 

□ C 

Minesweeper Gear 

□ c 

Scimitars (Long Range) 

□ s 

System D 




Fighter-Bombers - 

QS 

System E 


Star of the Guardians Checklist 

□ S System F 

Q S System G 

□ S System H 

□ S System I 

□ S System J 

□ S System K 

□ S System L 

□ S System M 

□ S System N 

□ S System 0 

□ S System F 

□ S System Q 

□ S System R 

□ S System S 

□ S System T 

□ S System U 

□ S System V 

□ S System W 

□ S System X 

□ S System Y 

□ U Tactical Reverse 

□ U Tactical Surprise 

□ U Taskforce Carrier - 

Aegir Class 

□ U The Presidential Sea) 

□ U Torpedo Bay Explosion 

□ U Torpedo Gunboat - 

Ceres Class 

□ U Torpedo Gunboat - 

Wotan Class 

□ C Tractor Beam 

□ C Turbo Drive 

□ U Underground Facilities 

□ U Vertical Lauh Thrusters 

□ U Warlord Bayne 

□ U Warlord Broselle 

□ U Warlord DiLuna 

□ U Warlord Fanzib 

□ U Warlord Kevin Murphy 

□ U Warlord Rykilith 

□ U Warlord Shagroth 

□ U Weapon Conduit 

□ U Wild Weasle Pod 

□ R Xris and Mag Force 7 


Key: 

R = Rare 
U = Uncommon 
C = Common 
S = System 
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Illuminati: New World Order 

A Collector’s Checklist for Steve Jackson’s Collectible Card Game. 


Boxes 

□ The Bidding Game 

□ Cheat Sheet 

□ Deck Design 

□ Handicaps 

□ Illuminated Goals 

□ Play Sequence 

□ To the Death 

□ World Conquest 101 

Illuminati 

□ Adepts of Hermes 

□ Bavarian Illuminati 

□ Bermuda Triangle 

□ Discordian Society 

□ Gnomes of Zurich 

□ The Network 

□ Servants of Cthulhu 

□ Shangri-La 

□ UFOs 

Groups: Personalities 

□ C A1 Gore 

□ C Bill Clinton 

□ C Bjome 

□ C Dan Quayle 

□ C George Bush 

□ C Gordo Remora 

□ C Hillary Clinton 

□ C Imelda Marcos 

□ C Media Sensation 

□ C Ronald Reagan 

□ C Saddam Hussein 

O U Fidel Castro 

□ U Manuel Noriega 

□ U Margaret Thatcher 

□ U Ollie North 

□ U Prince Charles 
Q U Princess Di 

□ R Count Dracula 

□ R Elvis 

□ R Jimmy Hoffa 

□ R Nancy Reagan 

□ R Ross Perot 

Groups: Places 

□ C Brazil 

□ C California 

□ C England 

□ C France 

□ C Hawaii 

□ C Japan 

□ C Las Vegas 


□ C Moonbase 

□ C Pentagon 

□ C Russia 

□ C Stonehenge 

□ C Switzerland 

□ C Vatican City 

□ U Center for Disease Control 

□ U Dinosaur Park 

Q U Hollywood 
QU New York 
O U Orbit One 
O U Silicon Valley 

□ R Canada 
O R China 
U R Finland 
O R Germany 

□ R Israel 
O R Italy 

□ R Texas 

Other Groups 

□ C A.M.A. 

O C American Autoduel 

Association 

O C Anti-Nuclear Activists 
O C Big Media 

□ C Black Activists 
O C Boy Sprouts 
QC Cable TV 

O C Clone Arrangers 

□ C Conspiracy Theorists 
O C Cycle Gangs 

□ C Dentists 
O C Druids 

O C Eco-Guerrillas 
O C Empty Vee 
Q C Fast Food Chains 

□ C FBI 

O C Fiendish Fluoridators 

□ C Flat Earthers 

O C Fnord Motor Company 
Q C Fraternal Orders 

□ C Girlie Magazines 
O C Gun Lobby 

O C Intellectuals 
O C International Cocaine 

□ C Joggers Smugglers 

□ C KKK 

Q C Lawyers 

□ C Loan Sharks 

O C Madison Avenue 
O C Moonies 
O C Moral Minority 
O C Nephews of God 
0 C Ninjas 


Q C Nuclear Power Companies 

□ C OPEC 

□ C Paranoids 

□ C Phone Phreaks 
O C Post Office 

□ C Punk Rockers 




□ C 

O C Religious Reich 
Q C Rosicrucians 

□ C Science Fiction Fans 

0 C Semiconscious 

Liberation Army 

□ C Society for Creative 

n - c b i* j. Anarchism 

□ C Survival] sts 

□ C Telephone Psychics 
O C Templars 

□ C Tobacco Companies 

□ C Trekkies 

O C TV Preachers 
O C United Nations 
O C Urban Gangs 


□ C Video Games 

□ C Wall Street 

□ C Wargamers 

□ C WITCH. 

QU BAT.R 

□ U Church of Elvis 

□ U Comic Books 

□ U Congressional Wives 

□ U Democrats 

Q U Deprogrammers 

□ U Federal Reserve 

□ U Feminists 

□ U Gay Activists 

□ U Hackers 

□ U International Weather 

gU iRs Organization 

□ U Junk Mail 

□ U L-4 Society 

□ U Local Police Departments 

□ U MI-5 

□ U Multinational Oil Companies 

□ U NASA 

□ U Offshore Banks 

□ U Phone Company 
Q U Professional Sports 

□ U Psychiatrists 


□ U Reformed Church of Satan 

□ U Republicans 

□ U Robot Sea Monsters 

□ U Saturday Morning Cartoons 

□ U Secular Humanists 

□ U Tabloids 

□ U Voudounistas 


□ R Antiwar Activists 

□ R Bank of England 

□ R Cattle Mutilators 
QR CFL-AIO 

□ R CIA 

□ R ERR. 

□ R Elders of Zion 

□ R Evil Geniuses 

□ R Fred Birch Society 

□ R Goldfish Fanciers 

□ R International 

Communist Conspiracy 

□ R Libertarians 

Q R Liquor Companies 

□ R The Mafia 

□ R The Men in Black 

□ R Mossad 

□ R N ATO 

□ R N.S.A. 

□ R Pollsters 

□ R Red Cross 

□ R Rifkinites 

□ R Savings and Loans 

□ R Secret Service 

□ R S.M.OR. 

□ R South American Nazis 

□ R Subliminals 

□ R Supreme Court 

□ R Triliberal Commission 

□ R Underground Newspapers 

Plots: Goals 

□ C The Corporate Masters 

□ C Fratricide 

□ C Hail Eris! 

□ C The Hand of Madness 

□ U Criminal Overlords 

□ U Let Them Eat Cake! 

□ U Power to the People 

□ R Kill for Peace 

□ R Power for its Own Sake 

□ R Up Against the Wall 

Plots: New World 
Orders 

(NWO's are Blue, Red, or 

Ydbw, as indicated.) 

□ C A Chicken in Every Pob Blue 

□ C World Hunger: Blue 

□ C Peace in Our Time: Red 

□ C Solidarity: Red 

□ C Don't Forget to Smash 

the State: Yellow 

□ C Military-Industrial 

Complex: Yellow 
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□ u 

Fear and Loathing: Blue 

□ c 

□ u 

A Thousand Points 

□ c 


of Light: Blue 

□ c 

□ u 

Gun Control: Red 

□ c 

□ u 

Political Correctness; Red 

□ c 

□ u 

Bigger Business: Yellow 

□ c 

□ u 

Law and Order: Yellow 

□ c 

□ R 

Energy Crisis: Blue 

□ c 

□ R 

Tax Reform: Red 

□ c 

□ R 

World War Three: Yellow 

□ c 



□ c 


Other Plots 

□ c 

□ c 

□ c 

Agent in Place 

□ c 

□ c 

Albino Alligators 

□ c 

□ c 

Alternate Goals 

□ c 

□ c 

And STAY Dead! 

□ c 

□ c 

Are We Having Fun Yet? 

QC 

□ c 

Assertiveness Training 

□ c 

□ c 

Atomic Monster 

□ c 

□ c 

The Auditor from Hell 

□ c 

□ c 

Backlash 

□ c 

□ c 

Benefit Concert 

□ c 

□ c 

The Big Score 

□ c 

□ c 

Bimbo at Eleven 

□ c 

□ c 

Blood, Toil, Tears and Sweat 

□ c 

□ c 

Car Bomb 

□ c 

□ c 

Charismatic Leader 

□ c 

□ c 

Citizenship Award . 

□ c 

□ c 

Cold Fusion 

□ c 

□ c 

Crop Circles 

□ c 

□ c 

Currency Speculation 

□ c 

_ jA. 

□ c 

Deep Agent 

□ C 

□ c 

Dictatorship 

□ c 

□ c 

Double-Cross 

□ c 

□ c 

Early Warning 

□ c 

□ c 

Earth Magic 

□ c 

□ c 

Earthquake 

QC 

jH 1 ' -In 

□ c 

Emergency Powers 

□ c 

□ c 

Epidemic 

□ c 

m= ■■■■ 

□ c 

Exposed! 

□ c 

□ c 

Fnord! 

□ c 

□ c 

Fundie Money 

□ c 

□ c 

George the Janitor 

□ c 

□ c 

Good Polls 

□ u 

□ c 

Grassroots Support 

ou 

□ c 

Harmonica Virgins 

□ u 

□ c 

Hat Trick 

□ u 

□ c 

Hit and Run 

□ u 

□ c 

Hurricane 

□ u 

□ c 

Imposter 

w « 

□ u 

□ c 

Infobahn 

□ u 

□ c 

Interference 

□ u 

□ c 

Jake Day 

□ u 

□ c 

Jihad 

QU 

□ c 

Just Say No 

□ u 

□ c 

Ketchup is a Vegetable 

□ u 

□ c 

Kinder and Gentler 

□ u 

□ c 

Let’s Get Organized * 

□ u 
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Liberal Agenda 
March on Washington 
Martial Law 
Martyrs 
Media Blitz 
Miracle Diet Plan 
Mob Influence 
Monopoly 
Mothers 1 March 
Mutual Betrayal 
Nationalization 
Never Surrender 
New Blood 
Nobel Peace Prize 
Nuclear Accident 
Payoff 
Poison 

Power Corrupts 
Power Grab 
Privatization 
Privileged Attack 
Pulitzer Prize 
Purge 

Read My Lips 
Reorganization 
Save the Whales 
The Second Bullet 
Self-Esteem 
Slush Fund 
Stealing the Plans 
Stock Split 
Straighten Up 
Sweepstakes Prize 
Swiss Bank Account 
Talisman of Ahrimanes 
Terrorist Nuke 
Tidal Wave 
Tornado 
Upheaval 
Volunteer Aid 
Voodoo Economics 
Vultures 

The Weird Turn Pro 
Whispering Campaign 

Air Magic 
Bank Merger 
Botched Contact 
Bribery 

Celebrity Spokesman 

Censorship 

Clone 

Combined Disasters 
Commitment 
Computer Virus 
Counterspell 
Dollars for Decency 
Rower Power 
Foiled! 

Forgery 


Illuminati: New World Order 


□ U Freaking the Mundanes 

□ U Full Moon 

□ U Gang War 

□ U Giant Kudzu 

□ U Head in a Jar 

□ U Hoax 

□ U lUed 

□ U The Internet Worm 

□ U Let’s Get REALLY 

Organized 

□ U Market Manipulation 

□ U Meteor Strike 

□ U Murphy’s Law 

□ U New Federal Budget 

□ U Pledge Drive 

□ U Rain of Frogs 

□ U Red Scare 
Q U Reload! 

□ U Revolution! 

□ U Savings & Loan Scam 

Q U Secrets Man Was Not 

Meant To Know 
Q U Seize the Time! 

O U Sniper 

O U Sucked Dry and Cast Aside! 
O U Sweeping Reforms 

□ U Tax Breaks 
0 U Volcano 

□ R 18 V 2 Minute Gap 

Q R An Offer You Can’t Refuse 

□ R Angst 

□ R Annual Convention 

□ R The Big Sellout 

□ R Blitzkrieg 

□ R Bodyguard 

□ R Computer Security 
Q R Corruption 

Q R Counter-Revolution 

□ R Cover of Darkness 

□ R Cover-Up 

Q R Deasil Engine 

□ R Eat the Rich! 

0 R Embezzlement 

□ R Faction Fight 

□ R The First Thing We Do, 

Let s Kill All The Lawyers 

□ R Gremlins 
OR Hex 

O R Hidden Influence 
O R Let s You and Him Fight 
O R Logic Bomb 
O R Mass Murder 
O R Media Connections 
Q R Messiah 
O R Mistaken Identity 
O R Nice Idea. It’s Mine Now, 

O R Opportunity Knocks 

□ R The Oregon Crud 
Q R Plague of Demons 


O R Reach Out 

•; 1 

O R Resistance is Useless! 

O R Rewriting History 
O R Sabotage 

□ R Scandal 

O R Senate Investigating 

Committee 

O R Spasm of Violence 
O R The Stars are Right 
0 R Time Warp 

□ R Unlucky 13 

□ R Unmasked! 

□ R The Weak Link 

O R Withering Curse 
O R World Cup Victory 

Resources 

O C Angel’s Feather 
O C Big foot 
O C The Bronze Head 

□ C Center for Weird Studies 
Q C Clipper Chip 

O C Earthquake Projector 

□ C Hying Saucer 
Q C The Frog God 
Q C Hallucinations 

□ C Hammer of Thor 

□ C Loch Ness Monster 
O C Mercenaries 

□ C Midas Mill 

□ C Orbital Mind Control Lasers 

□ C Principia Discordia 

□ C Rogue Boomer 

□ C Spear of Longinus 

□ C Xanadu 

□ U Book of Kells 

□ U Death Mask 

□ U Eliza 

□ U Hidden City 

Q U The library at Alexandria 

□ U Necronomicon 

□ U Suicide Squad 
O U Warehouse 23 
Q U Weather Satellite 

Q R Ark of the Covenant 
O R Crystal Skull 
Q R Cyborg Soldiers 

□ R Hitler’s Brain 

□ R The Holy Grail 

O R Immortality Serum 

□ R Perpetual Motion Machine 

□ R Shroud of Turin 

□ R Soulbumer 



49 


k 



* 
















lyhad League 

An Assemblage of Ancient Vampires 


T he battle of the Jyhad is as 
ancient as time. Methuselahs are 
at a constant struggle with one 
another for the power that will make 
them infinite. But are they in control of 
their destinies? Do they serve a higher 
purpose that even they are unaware of? 
Are they cognizant of the machinations of 
the other Methuselahs? 

While these variant Jyhad league rules will 
neither answer nor pretend to know the 
answers to these questions, they will provide 
a set of rules quite different from the normal 
battles of Jyhad, and provide the foundation 
for settling the war and winning the prize that 
the Methuselahs seek. 

First off, it will be necessary to decide 
among you who is playing. Set a date 
once a week that you will converge to set¬ 
tle this age-old conflict. This may seem 
obvious, but as all gamers know, there is 
always someone who fails to show each 
week who muddles the whole thing for 
everyone. Next it will be necessary to pro¬ 
cure an equal amount of cards. The most 
obvious thing would be to purchase 
starter decks and a few booster packs (1 
suggest one starter and three boosters). If 
everyone throws in twenty bucks, you 
should have enough to create a prize pool 
as well (especially if your local card dealer 
has Jyhad discounted). 

Once you have your cards, each player 
should make a deck from this limited pool 
of cards There should be no "going 1 ' into 
your other decks to exchange vampires. 
In addition, there should be no trading 
among the Methuselah (after all, this is 
the "final ' war). This creates a level of 
scarcity on cards that is not felt when you 
own seven display boxes of boosters, and 
also forces the players to work with what 


Written by Jim Pinto © 1995 

they have, ft has taken you a long time to 
get here and you have expended many 
resources — also it allows players to build 
decks from scratch, equally. There should 
be no maximum count on any specific 
card in your deck; however, the deck size 
maximum is 100 cards. 

Players should then seat themselves ran¬ 
domly around a table (writing names on 
Magic land cards and then spreading them 
out on the table is good for this). A six or 
seven player game may seem hefty if you 
have that many people in your league, but a 
three player game of Jyhad eliminates many 
deck options and finishes far too fast, thus 
limiting the number of victory points that one 
can earn. Later you will see how important 
victory points are. 

Play should proceed as normal, with 
the following exceptions. When playing a 
political action or equipping a minion 
with an equipment card, the card should 
be played face down. The prey and then 
predator have the option to block the 
action after they have learned the nature 
of the action: political, weapon, vehicle, 
equipment. If blocked, the player should 
reveal what it was he was trying to do; 
combat ensues as usual. If unblocked the 
player may equip his minion as normal. 
This eliminates player information that 
would otherwise be unavailable during 
these final battles of the Jyhad, 

Also, diableries and destruction of 
unique items (equipment, locations, 
retainers, allies) will result in that item 
being removed from play permanently. It 
should never be allowed in play again, for 
the duration of the league. A running list 
of destroyed vampires, equipment and the 
like, should be kept on file so that players 
may refer to it. Burning a vampire and/or 


its equipment, in any manner, will result 
in that vampire (and its equipment) being 
removed from play, permanently. Please 
be advised that because you will earn vic¬ 
tory points for diablerizing a vampire, you 
will be forced to play with a smaller and 
smaller pool of vampires. 

After play is completed (through the 
usual means, i.e. one Methuselah left 
standing), tally up points for the evening. 
The following chart lists the point system: 

+ 1 for eliminating any Methuselah. 

+ 1 for your prey being eliminated (by 
any means). 

+ 1 for being the last remaining 
Methuselah. 

+ 1 for each diablerie; this lends itself 
to very, very bloody games. Please note 
that a vampire burned by vote or any 
means except diablerie does not give you 
a victory point. 

For each victory point received, you 
earn a blood point. This blood point is 
permanently added to your blood pool at 
the start of play each week. All blood 
pool modifications are cumulative, and a 
running total should be kept by the league 
judge and/or the body of players. Each 
week you will begin with more (or less) 
blood then before. Every week after the 
first you may exchange one blood counter 
for the right to purchase a booster pack. 
Each additional pack that week will cost 
you an additional blood plus the amount 
of the previous pack: i.e., the first pack is 
one blood, the second costs two blood, a 
third brings the total to six, and the 87th 
pack that week is 87 blood counters 
(+86+85+84,..). This can get expensive 
(in terms of blood), if the players are not 
careful. 
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lyhad League 


When a Methuselah hits 50 blood 
points (or whatever total the players agree 
upon), he/she is crowned world con¬ 
queror and wins. The remaining players 
may continue their struggle, but they will 
be playing only for second place. Option¬ 
ally, the league may decide that the victor 
must be at least a fixed number of points 
ahead of the next player and exceed a set 
amount of blood points (e.g, you must 
exceed 45 blood and be at least eight 
blood points ahead of the runner-up player). 

If an evening of play passes when you 
earn no victory points, your blood poo! 
total goes down by one (two, if you're 
already at 40+; three at 60+ and so on} 
permanently* 

By-laws to sink your teeth into: 

Take as many or as few of these as 
you like. 


* $1 fee each week. This builds up a 
pot for a prize and/or pizza at the end of 
the league, 

* Packs must be opened in front of the 
Jyhad game league judge (if you have 
one} or three other players in the league* 
Decks will be kept at one location at all 
times (preferably at the house of some¬ 
body trustworthy), and will only be 
returned to the players when the league 
has reached completion. 

* New players will be allowed to join at 
any time but will be at a serious disadvan¬ 
tage* They will not have extra blood nor 
access to extra cards. 



• Decide beforehand if you will play 
for ante {this can be an excellent variant 


on play}* This makes all cards useful (the 
two ante cards are seldom used in play)* 

Good luck and have fun. Let us know 
how you local league is doing* Any sug¬ 
gestions to improve this list will be 
humbly accepted. □ 
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The Conquering 

* — 

Returns 


Written by David Williams © 1995 


T here has been a very positive tures may not pick up or carry the 
response to the multi-player board 
game rules for use with Magic: 


the Gathering™ that we published in 
issue #17. Therefore, we will be putting 
supplementary information for The Con¬ 
quering into future issues of SHADIS 
until our readers tell us to stop. We will 
start with two optional rules that I like a 
lot but would have been a bit too complh 
cated to put into the basic rules, as well as 
two variant ways to play the game. 

Optional Rules 

1. Each of the starting lands provides 
one mana of its appropriate land type as 
shown on the board. This makes starting 
positions even more critical 

2. The Tower no longer provides three 
colorless mana. Rather, it provides 3 
mana of any color, but then becomes 
unlinked (le, there is a Black Lotus in 
The Tower}. 

Capture the Flag Variant, The 

original method of winning the game (the 
Grand Journey) is no longer in effect. The 
only way to win is to take the Scepter of 
Power from the tower and get it to the far 
side of the board. The Scepter, which 
starts in the tower, is an artifact that is 
indestructible (it may not be Shattered or 
Disenchanted) and cannot be stolen or 
copied by any means (Steal Artifact, 
Aladdin, etc.). 

You will want to represent the Scepter 
with a token of some sort. When any 
player ends a movement phase on the 
space where the Scepter lies, that player 
picks up the Scepter, The Scepter may be 
tapped for one mana of any color. 

This effect takes place with the speed 
of an interrupt. If the wizard with the 
Scepter is forced to retreat under any cir* 
cum stances, the wizard drops the Scepter 
in the space that is being departed. Crea- 


Scepter. If a wizard holding the Scepter 
finishes his or her movement phase on 
the Place of Power across from their 
starting position, that wizard has won the 
contest. All other rules from The Con¬ 
quering apply. The best part about this 
game is the race up to the Tower, as 
every player then dares the others to grab 
the Scepter. It works best with 4-6 play¬ 
ers. - 

Land Lottery Variant. This is sort of 
an optional rule, but is rather detailed and 
has a significant effect on game play, so it 
has been designated a 
"variant" instead. At 
the start of the game, 
after the players have 
chosen their starting posi¬ 
tions, 40 lands (eight each of 
the five basic land types, or 
seven each of The Conquer¬ 
ing ? s six basic land types if 
you have enough deserts) are 
shuffled and dealt to the play¬ 
ers, discarding extras. 

Going around the table, the 
players place one land in each 
of the spaces on the board, cre¬ 
ating the “world" as they go. 

Play proceeds normally after 
that. An optional rule for Land 
Lottery is to require the tapping 
of land to provide mana, and the 
removal of mana restricted phases. 

Any lands from Magic may be 
included in the land that is dealt out 
as long as all players agree before 

shuffling. 

■ 

'T ‘ r Jk. f “■ 

i . MW • | t* B , ■ P . 

■* i 1 ^ # ] lj% i 1 jl J fgi , 

Errata and Changes: 

There has been enough 
feedback to The Conquer¬ 
ing that a few points of 
errata need to be made: 


1.1 recommend that the Jayemdae Tome 
be restricted to a maximum of one in any 
deck. It is unquestionably the most powerful 
card in The Conquering. It will certainly be 
restricted in tournaments. 

2. Lands that are “linked” do not all have 
to be connected. If you lose your link to a 
land that breaks a “chain” of links that you 
established from your starting Place of 
Power, you do not lose any other links, 

We would love to include any variants 
or optional rules that our readers can 
think up. Send them to the magazine or 
email: syrstorm@lightside.com. □ 
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Flashpoint! 


Written by Douglas Wilkening © 1995 


Back in the garden of delights that was 
Physical Chemistry* we learned that a liq¬ 
uid s flashpoint was the lowest tempera¬ 
ture at which it would go FOOM! Magic 
decks* too* have a flashpoint* and the 
results can be almost as spectacular, 

A Magic deck's flashpoint is the lowest 
amount of mana where it can* in one turn* 
do what it is supposed to do. This is a pre¬ 
rogative of theme decks only — but if your 
deck doesn't have a theme* even one as 
simple as “Get out a bunch of creatures,” 
it's likely to be dog meat against a well- 
designed deck. 

Now, “what the deck is supposed to 
do" is a pretty nebulous concept. A good 
guideline is that the deck should be able to 
cast one “core spell" a turn, while having 
enough mana left to power whatever fast 
effects, instants, or interrupts are deemed 
necessary. 

For instance, consider the hallowed 
White Weenie deck. This deck, with a pile 
of one- and two-mana creatures, Cru¬ 
sades, Blessings, and the occasional sup¬ 
port card (Disenchant, CoP’s, what have 
you) often has no cards costing more than 
two mana in the entire deck, and generally 
doesn't need to hold back any for surpris¬ 
es. Its flashpoint is two mana. 

No-creature decks have flashpoints, 
too. Consider a blue permission deck, 
loaded with several flavors of counter¬ 
spells, some Psychic Venoms, and the 
like. Although each spell costs only two 
mana, in order to shut down its opponent 
it usually needs to cast something and 
hold a Counterspell These decks general¬ 
ly ignite at four mana. 

Enough examples. Why should you 
care what your deck's ignition point is, 
anyway? Simply put, if you haven't 
reached your flashpoint by your fourth 
turn, you're probably going to lose. That 
sounds extreme, but it's borne out by 
experience. All of us can remember 
games in which our decks "wouldn't 
start." If you don’t hit your flashpoint by 


turn four and your opponent does, hell be 
clicking along on all cylinders while you 
struggle to play catch-up. 

Here’s an example. “BRAINS!" was a 
black and white deck of mine from about 
a year ago which gave the opponent 
swamps and then swamp walked on them. 
This meant Evil Presences, Cyclopean 
Tombs, Scathe Zombies with Zombie 
Masters, and Bog Wraiths, It really got 
rolling at four mana, enough to bring out 
a Wraith, or bring out a swampwalking 
Zombie and give it an Evil Presence to 
walk on. In its first two weeks, it often 
held its own, but occasionally got waxed 
when it ran short of mana. After the addi¬ 
tion of some Dark Rituals (to get it over 
the hump at 3 mana) and black and white 
Moxes, it became terrifying. It reliably had 
four mana to work with at turn four, and 
started swamp walking people into oblivion. 

Contrariwise, this summer i put togeth¬ 
er a deck which tried to do the same thing 
as “BRAINS!but with Forestwalk. The 
hitch was, only Gaea's Lieges and Phan¬ 
tasmal Terrain were available to enforce 
forests on the opponent, and they cost 
3GGG and UU respectively. Despite the 
extra speed a single-color deck allows, 
even with green’s fast mana and two (!) 
Black Lotuses to help the thing start, it 
would never get to the flashpoint of six 
mana by turn four. This deck was theoreti¬ 
cally unsound, and got its head handed to 
it constantly, 

(This deck actually became viable with 
the release of Fallen Empires; the proof is 
left as an exercise for the reader. Never¬ 
theless, at the time the analysis was cor¬ 
rect: strip down the deck for parts, 
because it's a dog.) 

So if you have a deck with a high flash¬ 
point, what can be done about it? This 
depends. There are several avenues to 
overcoming a high flashpoint, including: 

Fast mana. Mostly the purview of 
green (and black, to a lesser extent). A 
green deck which is utterly dependent on 


Craw Wurms and Forces of Nature can 
prosper if it has the right support cards to 
get that mana on the table fast. Everybody 
knows the drill: Wild Growth, Ley Druids, 
Llanowar Elves, Mana Birds, and a hand¬ 
ful of Instill Energy cards, (This deck usual¬ 
ly benefits from a Winter Orb as well) 

Streamlining. If fast mana just isn't 
available, perhaps you should rethink the 
deck concept. How many things is it try¬ 
ing to do? If it has more than one or 
(maybe) two clearly defined goals, it's 
probably trying to do too many things at 
once and won’t get a chance to do any of 
them. 

Downsizing . Decks with a lot of high- 
ticket cards are not hopeless, but you'd 
better be prepared to come off the ropes 
every game. Do you really need those 6- 
mana Mahamoti Djinns? Couldn't they be 
replaced with 5-mana Air Elemental, or 
Phantom Monsters (4), or Serendib 
Efreets (3)? If your “bread-and-butter 1 ’ 
cards are five or six or (eek!) seven mana 
to cast, you had better have a good num¬ 
ber of support cards to keep yourself alive 
long enough to bring them out. Try some 
walls, perhaps, or concentric Circles of 
Protection. 

“Speed kills. 1 ' This is a truism in Magic, 
and explains why Moxes and Lotuses are 
so coveted. Nevertheless, these cards 
don’t make a mediocre deck good: they 
make a good deck better, and a great deck 
fearsome. Furthermore, they won't rescue 
a deck with a flashpoint that’s too high; 
under Convocation rules (which most peo¬ 
ple are playing even in “friendly 11 games 
these days), more than one won't come 
up in the first four turns often enough to 
help out drastically, (The statistical mavens 
already know this, and everyone else can 
ask one of them.) 

So if your deck is starting too slowly, or 
just generally getting trounced, have a 
look at its flashpoint. The results might 
surprise you — and then you might sur¬ 
prise your opponents. □ 
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Turn Six, Kid! 


Written by John K. Lewis © 1995 


A lexander. Come here, Alexander. 
Why are you looking so glum? My 
only grandson shouldn’t look so 
glum. Oh, trouble at school, well, that's 
not good. What kind of trouble are you 
having? Magic again, I see. You know, I 
was there the year Zak won the first 
World Championship, He had this lock 
on the... oh, I’ve told you that one 
before. 

Well, why don’t you sit down here on 
the floor with me and we'll just take a 
look at your deck. There, Just spread 
them all out on the floor. Red and White, 
you sure do take after your father. Wait, 
just your play deck, don’t bring out all 
your cards. Oh.,, this is your play deck. 
How many cards,,, one hundred and fifty- 
three? Too many. Really, it's too many. 
What’s tournament legal now, eighty? 
Oh, back down to sixty. Okay, fine. If 
tournament legal is sixty, then that's what 
you should have . 

Now, let’s get down to business. I'm 
going to teach you my secret formula for 
deck building. It makes decks that fly. 
Decks that give you an edge. Decks that 
laugh at a hundred and fifty-three card 
decks. Just kidding. Alex, I call it the 
Sixth Turn System. What.., I'll tell you 
why I call it that, just hold your horses, I 
call it the Sixth Turn System because by 
the sixth turn, you should be in the dri¬ 
vers’ seat of a rip-roaring, gas burning, 
fuel-injected, hot rod monster of a,., of 
a... um, where was I? 

Oh, right. Sixth Turn. The first thing 
you need is a strategy. Some basic theme 
for how to take your opponent out of the 
game. Flying creature, poison, direct 
damage, any strategy will work, but you 
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suit it to your taste of the game. Now 
here comes the strategy part. Imagine 
yourself on the sixth turn. You have thir¬ 
teen cards in front of you, more or less. 
What’s that... why thirteen, well, you get 
seven to start with and normally you get 
one extra card per turn. That’s... let’s 
see, that’s seven plus six,,, thirteen. I 
never was real good with Sower mathe¬ 
matics. Now, if you get a Howling Mine 
or something, that just means you get 
more cards than you figured on, which 
ain't so bad. Anyway, you should have 
thirteen cards on the sixth turn. I'm going 
to call these card slots, because they 
make up the basic slots in your strategy, 
Let’s assume you’re going to stick with 
these two colors, red and white. Your 
father loved Crusader decks too. He could 
whip out a Land Tax faster than anyone I 
know, sometimes faster than... what's 
that? Oh, right, the system. Okay, how 
many mana-producing cards do you want 
on the sixth turn? Think about it for a 
second. Five? Okay, five it is. We just lay 
five lands out there. That's a good num¬ 
ber of lands, It’s about thirty-eight per¬ 
cent. Tournament players stay around 
forty percent, so we’re right on target. 
Zak had around forty percent the first 
three times he won the World Title. 

Now, how are you going to do damage 
to the other wizard? What’s that, flying 
creatures and fireballs.., just tike your old 
man. Okay, how many creatures do you 
want on the sixth turn? Three creatures it 
is. When dealing with creatures, you have 
to look at their casting cost. You have to 
remember to ramp the casting cost of the 
creatures you put in. Ramp, R AMP, 
you know, like an incline, a hill. Don't 
they teach you kids anything in school? 
Anyway, some creatures just cost too 


much, like Dragons. You can't even 
afford them on the sixth turn. So your 
first creature should have a casting cost of 
one or two, that means you can cast him 
on the first or second turn. The second 
creature should have a casting cost of two 
or three and so on. That way you always 
have enough mana to cast something. 
Okay, let’s go with Angels, Pegasi, and 
some of those new Peace Doves from the 
Spiral Tower Expansion. Well also lay 
down a Fireball and a Disintegrate, 

That leaves us with three of our thir¬ 
teen spaces open. What else do you think 
you’re going to need? Right, something 
to defend yourself with. Something to 
destroy opponents’ cards when they get 
them down. How about Disenchant? It 
works against artifacts and enchantments. 
A Presence of the Master works great for 
stopping your opponent from laying 
down lots of enchantments. How about 
an Alabaster Potion to give you life back 
on those turns you aren’t fireballing the 
snot out of the other kids? That fills in our 
three spots, 

Each one of these thirteen cards laid 
out here represents something you need 
to make your strategy work. Now you 
place three other cards on each of these 
cards to add to your deck. It can be the 
same card or something that does basical¬ 
ly the same thing, Llanowar Elves and 
Wild Growths produce mana, so in a 
green deck, you could put them in for 
lands. You may decide to put a Lightning 
Bolt in with the Disenchant to rid you of 
pesky small creatures. You could put a 
Kismet in with the Presence of the Mas¬ 
ter, because both wilt slow down an 
opponent. In our deck here, we can only 
use fireballs and disintegrates for direct 
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Turn Six! 


*X’ damage, but that’s fine. Now you can 
fill in the rest of your cards, 

I can tell you’re way ahead of me by 
the look in your eye, Alex, You’ve done 
the math and you know we’re eight cards 
short of sixty. These eight cards are what 
1 call the wild cards, and they’re the cards 
you switch with your sideboard. These are 
the cards you use to trash your friends 
that always play the same decks. When 
you know what to expect from your 
opponent you should be able to use that 
knowledge against them. In your deck 
youll want Karma, Armageddon, Wrath 
of God, Flashfires, and C.OJFs of every 
variety. Throw in a Shatterstorm for 
those guys that still play only artifacts. 
Don’t worry if these spells seem to hurt 
your own cards; you won’t be using 
Wrath of God unless it hurts your oppo¬ 
nent worse than it hurts you. Remember 
Alexander, you never have to play a card 
in your hand,., some players never learn 
this one simple rule. 


Keep in mind that there is no substi¬ 
tute for tuning your deck while playing it. 
It’s only when you play that you notice 
what’s missing and what’s working in 
your deck. For example, after you finish 
playing someone, look at the cards you 
have left in your hand. They should fit 
into two types: cards that you couldn’t 
afford and cards that wouldn't help. After 
you play different wizards, you might find 
the same card time and time again. Con¬ 
sider taking that card out of the deck and 
putting in something you really need. 

Now that we’re done, why don’t you 
go play your sister? I’m going to take a lit¬ 
tle nap here in a bit. Yes, sir, I'll come 
play you after dinner. Oh, say.., what’s 
this behind your ear.*, why, it’s a Black 
Lotus. You should learn to wash behind 
your ears more often. Oh, don’t squeeze 
me so tight, I’m not as young as I used to 
be. □ 


OK, THE LAST TIME ! PtAYEP THIS 
CARP I GOT PUNCHED IN THE FACE, 
SO I WANT Y00 TO PROMISE YOU 
WONT HURT ME PEFORE | PLAY |T/ 
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stepped out ttf the alley just ahead of him. As the\ drew 
short swords from under their dark t foaks. Jet eki glam ed 
over his shoulder to see a third man stepping out behind 
him , a glint of metal reflecting moonlight under his < look 
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/ he t avepeople had apparently warwhipped some 
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knowing how many more were lurking in the shadows armored scales, its mere hulk made any thought kitting 
/Tv the iwti iti front closed on him. spread t tig to ettt in le it with sword or sftear ridiculous. / considered that there 
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feeble puny and into his gut, dropping him instantly, lie hut / didn't want to get close enough to find out . M\ 
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to ftu e luuh icmaintng assailants while siowfx hat king m the ditch and hoped it didn't notice us tis it spread its 
the Jim turn of the city gates, and safetywings and flew awu\." 

ZodyG antes 

One Kendall Sip #178*1*0. Box 0171 Cambridge, MA 02139 

Zt)dyC5aitie<et aol coin 


SHADIS PRESENTS © 1995 



. 












































Meet Frugality! 


T hose of us who have been playing 
Magic: the Gathering for over a 
year often impose restrictions on 
ourselves to keep things interesting, 
Richard Garfield has mentioned it in some 
of his interviews. 1 would like to go into 
some depth about it. Consequently, this 
article examines a deck which is a concept 
deck in multiple senses of the word. It will 
also inspect the deck's history, original 
impetus, and associated philosophy. You 
are forewarned. 


First, here's a listing of the cards in the 
deck itself. It’s red and green. 



A quick primer on how the deck (nomi¬ 
nally) works: A bunch of 2/2 and 2/3 crea¬ 
tures show up and start to abuse the oppo- 
nent. The Wolves and Tuknir, often wear¬ 
ing an Instill Energy, pump up the creatures 
who don’t already pump themselves. Any 
opposing creatures are cleared out with 
direct damage and/or strategically placed 
Giant Growths/Wolf pumps/Firebreath- 
ing/what have you. The deck manipulators 
allow me to get through the deck faster. If 
the opponent hasn't drowned under the 
onslaught, there are three finishing cards in 
the deck: the two X-spells and the Berserk, 
(And, to be fair, the Shivan ought to count 
as a finishing card.) 

The deck is toumamenHegal, and if it 
does enter one the sideboard contains a 
couple of Granite Gargoyles, a Maze of Ith, 


By D. J, Trindle © 1995 

a Shatterstorm or two, a couple of Fogs, 
and (occasionally) a Force of Nature. 

"OK,” I hear you cry, "so it’s a creature 
deck. But creature decks are lame! Nobody 
ever won a tournament with a creature 
deckllf you're going to win a tournament 
with a red/green deck, you need Chan- 
nel/FlreballP 

Frugality, the lame creature deck, won a 
32-player tournament a couple of months 
ago, (Somebody else was driving it. He’d 
left his deck home and needed to borrow 
one. I'm pretty proud anyway.) As a matter 
of fact, it met a brute semi-1 and-destruction 
deck in the finals and beat it two games to 
one, Counter spells, Sinkholes, and Psychic 
Venoms notwithstanding. 

Frugality has about a 75% win percent¬ 
age over its nine-month lifetime. This is 
probably due to its (fairly) robust design: 
there's no real Achilles heel to the deck. 
Sure, Smoke makes it a bit unhappy, but 
there are ways to deal with that. And do 
you know anybody who plays with Smoke 
regularly? Didn’t think so. 

And I hate Channel/Fireball. How much 
more boring can you get? 

"Fine, so it's a viable deck. Why not put 
in some more Moxen and a Lotus?" 

Ah, there's the rub. First, some back¬ 
ground: You see, when Unlimited came 
out, my roommate started to get incredibly 
tired of hearing people whine about how it 
took gobs of money to make a viable Magic 
deck. He formed "Dave's Deck of Dollar 
Efficiency/’ which consisted of one Unlimit¬ 
ed starter, one Unlimited booster, and one 
each of the expansions (at the time, only 
Arabian Nights). This was an outlay of 
under fifteen bucks. He looked at what he 
had, decided he'd go for a green/black 
deck, and started trading. We ruled that it 
was permissible to add one booster of each 
new expansion as they arrived (so as of 
today, the total cash spent on the deck is 
under $21, including tax). However, it was 
not permissible to trade with yourself: these 
cards were sacred and not to be admixed 
with your other cards, nor could you trade 
with yourself lest the deck get favorable 
trades. 

Dave is a reasonably sharp trader. 
Recently, out of curiosity, we priced out 


Efficiency. The total came to about $350 (a 
Lotus, four Moxen, and a Beta Assassin 
add up fast). 

When Revised came out in the spring, 
they changed the ndebook. I decided that 
since I was going to buy a starter for the 
rulebook anyway, I might as well try for an 
Efficiency of my own, and thus was bom 
Frugality. The only difference was that Fru¬ 
gality had no chance at drawing 
out-of-print cards from Revised starter and 
booster. (I still remember the rares: Veteran 
Bodyguard, Demonic Hordes, and, uh, 
something else.) 

Before the day was out, 1 had a Mox. 
Some guy who was just getting into the 
game had pulled one in his Unlimited 
booster and almost wrestled me to the 
ground in order to get that Bodyguard for 
it. (I even denied him thrice — I don’t like 
to cheat newbies — but he was beginning 
to get violent at the thought of going home 
without the Bodyguard. Go figure.) 

We dug up packs of Arabian Nights and 
Antiquities for Frugality, and it was off and 
running. I’ve not yet been able to trade up 
to another Mox or a Lotus. Someday.... 

"There sure are lots of rares in that deck 
listing — you must have gotten some really 
good packs and put all the cool stuff in the 
deck, right?” 

Not really, no. The Antiquities pack, for 
instance, had a Gate to Phyrexia and a 
Titanias Song, f Qoh!") But I was tutored 
by one of the best in the art of sharp trad¬ 
ing, and have been working on this deck 
since, what, March? April? Here are the 
base precepts: 

Rule 1: Don’t hose newbies. Wait iil 
they know better. 

Corollary to Rule 1: You have a moral 
obligation to hose Mr, Suitcase. 

Rule 2: Ask for the moon. You may get 
it. 

Rule 3: Know exactly what your deck 
needs and trade hard for it. 

Corollary to Rule 3: Moderately cool 
cards which would really help one of your 
other decks are worse than useless, because 
you can't trade with yourself. 

Rule 4; Trade almost as hard for "liquid” 
(i.e. easily-tradable, highly coveted) cards, 
even if they aren’t in your color. 
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Meet Frugality! 


Things which qualify as “cool" but which 
aren’t in the deck include an All From 
Cairo, a Chromium, a Berserk, a alpha 
Plague Rat (“Ooh!”}, and all that stuff I 
mentioned above as occasional sideboard 
residents. There are about a hundred cards 
which Frugality owns but which aren't in 
the deck. 

Lest you think that Fve always been 
infallible in my trades, I turned the Demonic 
Hordes into a Lord of the Pit, who turned 
almost immediately into a Force field. I trad¬ 
ed the Forcefield for the Shi van and a 
Dragon Whelp. (Well, in the pre-Revised 
days, that was a pretty good trade, and Fru¬ 
gality sure isn't helped much by a Forcefield 
. * • quit giggling!} 

I also have a deck of cards to play soli¬ 
taire with. It's made up of 52 Legends rule 
cards on which I drew appropriate card 
indices. A bunch of the damn things were 
enforced on me in a trade (“OK, HI do that 
trade, but you have to take this three-inch 
stack of rules cards," “Oh, all right, 1 '), 

“So why red/green, anyway? Black and 
white have lots of cool stuff, and blue has 
all the powerful cards.” 

Initial distribution. My starter and first 
three boosters were fairly heavy on red and 


green, and the two colors happen to work 
really well together. And 1 don’t play blue. 
Ever. I have a personal vendetta against 
blue. IVe never played a deck with blue in 
it. It’s a moral thing, 

1 will grant that black and white are good 
alone or in combination with any of the 
other three. My favorite Magic card is still 
Disenchant, for instance. But 1 pulled two 
Kird Apes in the initial starter and booster, 
which I took as indicative. (Game design 
note: I think that the Kird Ape is way unbal¬ 
anced. I think that it should never have 
made the cut to get into Revised. However, 
since its widely available to everybody, I 
have no compunctions about using it.) 

Furthermore, 1 didn’t have a lot of faith 
in my trading abilities at that time, and was 
certain that Frugality was destined to be a 
mostly^-common deck. If you must run a 
mostiy-common deck, one of the most 
effective designs is the red/green swarm 
deck, especially with the re introduction of 
Kird Apes, A Meekstone was the logical 
next step, and then Dave suggested adding 
some things to pump up creatures during 
the turn (but which would wear off at the 
end of the turn). This led to the Wyluli 
Wolves (one of which came from my Arabi¬ 


an Nights pack), the Giant Growths (really a 

fundamental part of any good green crea¬ 
ture deck), and an early Dragon Whelp. 

The Trolls added some cheap defense, 
and soon Frugality was a viable creature 
deck. Due to the continual upgrade 
process, there is a bunch of stuff the deck 
owns but doesn’t use anymore: Sprites 
(Scryb and Fire) and Giant Spiders (all passe 
now that it has studly flyers), Lightning 
Bolts and X-spells (from a brief flirtation 
with direct damage), a Lure and a Thicket 
Basilisk, some Walls of Earth (nice, but the 
Trolls are just as good except for tram- 
piers), and so on. * 

“So where does the deck go from 
here?" 

Well, as 1 mentioned before, I'd rather 
like to get a Mox Emerald and a Black 
Lotus into it. Speed kills, after all, and there 
are a bunch of 3-mana creatures in this 
deck. Once Frugality has both, it will proba¬ 
bly retire, 

“Any closing comments?” 

No. □ 
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Single Card Strategies: 

The Lecture 


Written by Jeff Franzman © 1994 


C anticle sighed as he approached 
the lectern. It had been years since 
he’d given a lecture on Applied 
Spelleraft at the Institute. He soon 
remembered why as he looked out at the 
bored (and somewhat empty) faces in the 
audience. Tapping his fingers, he waited 
for one particularly clumsy apprentice to 
finish picking his parchments up off the 
floor. A Gremlin popped out from 
beneath the table in front of him, and 
proceeded to engage in a tug of war with 
the the young mage, pulling the paper 
from his hand with a mighty yank. The 
Necromancer Emeritus simply sighed . . , 
it was going to be a long day. 

“Class , . , Fm here today in the hopes 
that I can assist you in understanding the 
more refined uses for some of the more 
maligned spells.He tried to ignore the 
four Gremlins in the back of the lecture 
hall, who were clapping and cheering 
loudly, 

"First, Fd like to cover an anti-artifact 
spell of White Magic, long derided for the 
poor qualities displayed by the Mage who 
first transcribed its secrets, 1 am speaking, 
of course, of,.* 

REVERSE POLARITY! If your oppo¬ 
nent relies heavily on an artifact-laden 
spellbook, this spell can quickly become 
your most prized possession. Speaking 
from personal experience, there is noth¬ 
ing more satisfying than having an oppo¬ 
nent attack with his Colossus of Sardia & 
Obsianus Golem, tapping his Rod of 
Ruin, and hitting? you with an Armaged¬ 
don Clock (4 counters in play). He knows 
you're up to something when you let it all 
through. And then you cast Reverse 
Polarity , , , heh heh! Instead of losing 
the duel, you're up a total of, let’s see, 
13-17 Life Points, and two of his most 
powerful Artifact Creatures are tapped. 
This underlines one of the most appealing 
aspects of the spell * . , surprise. Your 
opponent will be unaware of the danger 
he or she faces until it is too late. 


Of course, you’ll seldom have ideal sit¬ 
uations like this, but the utility of this spell 
should be obvious. If you are duelling any¬ 
one who makes heavy use of artifacts, it 
should quickly become a requirement in 
your spelibook, 

A more subtle use for Reverse Polarity 
is when you are using damaging Artifacts 
yourself. Copper Tablet, Ankh of Mishra, 
any Artifact that damages a player who 
puts new cards in play, etc. , . . using a 
Reverse Polarity or two to offset the loss 
of life can prove to be a life saver late in 
the battle. 

As previously mentioned, the 
Armageddon Clock can be quite useful, 
especially with Reverse Polarity in hand. 
You can allow the Clock to build up to 
rather obscene levels, but as long as you 
have a Reverse Polarity or two, you can 
place yourself a few steps ahead of your 
opponent. 

For example, allowing the Clock to 
reach 4 counters, you then use Reverse 
Polarity. The gap between your opponent 
and yourself suddenly widens to 8 life 
points . * . not a tactic which will endear 
you to your foe, but you’re not out to win 
friends. 

Of course, Reverse Polarity serves you 
best when you keep it in your hand, and 
draw your opponent into attacking you 
with his Artifact creatures. This can be 
accomplished through the use of Siren’s 
Call, or a simple process of elimination . , . 
if you have a Circle of Protection down 
for everything except Artifacts, it will 
encourage your opponent. 

Canticle snapped his fingers, and a 
loud explosion sounded next to a dozing 
apprentice. Shaking his head, the Necro¬ 
mancer shuffled through his notes . * * 
things had gone downhill since they out¬ 
lawed duels between Faculty and Stu¬ 
dents. 

“While the Magicks of White are well 
suited to those who desire stability, 


defense, and an undisturbed glass of 
wine, there are those among the practi¬ 
tioners of the art who believe the best 
defense involves eliminating the offense. 

“In pursuit of such goals, the Magicks 
of Black have recruited those who may at 
times seem more a hindrance than a 
help. Such is not the case, however. One 
need only take a look at the mercenary 

abilities of the , *. 

ERG RAIDERS! The secret to the 
Raiders’ unpopularity may reside in the 
fact that these gentlemen must attack if 
they are able, or they inflict 2 damage to 
their employer. As this seems to limit 
their defensive potential, many a Mage 
ignores them in favor of a more reliable, 
if more expensive, servitor. However, one 
should not be so quick to dismiss their 
usefulness. 

First of all, consider the casting cost. 
For two Mana, you receive a 2/3 crea¬ 
ture, something which can be quite useful 
early in the game, where the most an 
opponent may have out is a Grizzly Bear. 
In essence, it's a cheap Hurloon Mino¬ 
taur. The restriction stating that the 
Raiders have to attack may seem a gen¬ 
uine disadvantage, though, especially later 
in the game when blockers which can 
easily destroy them may be in play. So 
what now? Feed the Raiders to some 
needy and hungry beast? 

Not at all Perhaps the best use I've 
found for the Erg Raiders is using them in 
conjunction with the Dwarven Warriors. 
In this manner, not only do the Erg 
Raiders attack every turn, but they are 
also assured of inflicting damage. This is 
by far the best way around the restriction 
on the card. Fear, Invisibility and similar 
Enchantments can serve the same pur¬ 
pose, to a somewhat lesser degree. 

What do you do if you don't play Red, 
or can’t attack with them for one reason 
or another? What if an opponent places 
Paralyze upon the Raiders? There is no 
need to worry, for there are several ways, 
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Single Card Strategies 


contrary to what you may believe, to uti¬ 
lize the Erg Raiders in a defensive man¬ 
ner. . . , 

The easiest option is to put a Circle of 
Protection: Black into play. In this way, 
the damage inflicted upon you by the 
Raiders if you do not attack with them is 
negated. Using this method, you can add 
another 2/3 defender to your ranks, 
which can always prove useful. 

If you have a Circle of Protection: Arti¬ 
facts, another thing you can do is cast 
Ashnod's Fran smog rant on the Raiders, 
creating a 3/4 Artifact creature. Not only 
will they be deadlier on the attack, but you 
can use the CoP; Artifacts to keep you 
safe. While expensive, such a ploy has 
worked in the past, and merits considera¬ 
tion. Note that with the use of the Lace 
cards, any Circle of Protection can be 
used to protect you from the side effects 
of the Raiders. 

Of course, if you don’t play White, 
these methods won’t work out quite as 
well as one would like. Well, then use 
Unstable Mutation on the Erg Raiders, 
and throw them into the fray at every 
opportunity. For three mana total, you’ve 
created a temporary 5/6 creature. In an 
ideal situation, you could have this out on 
the third turn. This provides you with a 
deadly attacking creature, and the ulti¬ 
mately fatal nature of Unstable Mutation 
means that the Erg Raiders won’t be 
around later to pester you with 2 damage, 

A hoot of laughter from one corner of 
the lecture hall caught Canticle’s ear, and 
he turned to face a chubby, balding 
apprentice . 

"If you’d care to share with us the 
source of your merriment?” 

The Gremlins catapulted themselves 
into the air from the back of the room, 
and somersaulted their way down the 
aisle. Two of them grabbed the apprentice 
by the arms, while a third leapt onto the 
desk. The fourth simply made faces as the 
shuddering neophyte stammered out a 
reply. 

“ , . . that . . T 

He motioned with his head to the piece 
of parchment on his desk. 

The Gremlin picked it up and shuffled 
over to the Necromancer, who held it up 
for the class. It was a crudely drawn face, 
with a huge, toothy grin. The words 
'FEED ME’ had been scrawled beneath. 

'So ♦ . , you’re one of those folks who 
believes this fellow to be useless. Perhaps, 
then, 1 should take time out to discuss the 
merits of . . . 


ATOG! To begin with, the casting cost 
to power ratio is fairly decent. Two mana 
gets you a 1/2 creature with a rather 
impressive special ability. For the low 
price of an artifact, you can add +2/+2 to 
the fellow, making him a 3/4, a 5/6 or 
whatever you prefer for a turn. Impressive 
in itself, this ability becomes even more 
frightening with practice. 

Use the Dwarven Warriors to make 
Atog unblockable, and then start sacrific¬ 
ing all those Omithopters and Brass Men 
that are hanging around, accomplishing 
next to nothing. Nothing makes an oppo¬ 
nent more . . . hmmm . . . agitated than 

watching a 7/8 Atog waltz through every¬ 
thing, completely unblockable. It may only 
last a turn, but that may be all the time 
you need. Such a tactic proves even more 
bothersome should an Argivian Archaeol¬ 
ogist be involved in the duel, as the sacri¬ 
ficed creatures can return to feed Atog 
again and again. 

Perhaps the most frightening aspect of 
Atog is the fact that he can be fed the 
creatures created by things like The Hive 
and Serpent Generator. No need to get 
rid of a useful artifact; for the price of a it- 
tle mana you can keep Atog healthy and 
happy and ready to wreak havoc. The 
combination of the Archaeologist and 
Omithopter can be equally frightening. 

Atog can also be rendered immune to 
those dreadful Lightning Bolts with the 
simple addition of Holy Armor. Better yet, 
put Ashnod’s Transmigrant on him and 
make him immune to that favorite crea¬ 
ture killer of Magi such as myself, Terror. 
All these methods allow Atog to stick 
around long enough to become a royal 
thorn in the side of any Mage. 

One of the most irritating, if innova¬ 
tive, uses of Atog involves feeding him 
your opponent’s artifacts. How, you say? 
Steal Artifact, Aladdin, Old Man of the 
Sea and Preacher can all be used to take 
control of an opponent’s Artifacts or Arti¬ 
fact creatures, which can then be sacri¬ 
ficed to Atog. In this manner, you can 
bring a quick end to those artifacts which 
have been an irritant, and at the same 
time gain some benefit. 

Taking care of Atog is a different mat¬ 
ter. All of the common critter crunchers 
(Terror, Swords to Plowshares, Lightning 
Bolt, Disintegrate, etc) will work just fine 
on Atog as long as he doesn’t have too 
many enchantments on him. The super 
boost he gets from eating artifacts only 
lasts a turn, so if you can be patient, he 
should get down to his regular, manage¬ 
able size long enough for you to bolt him. 


The best thing to do against Atog is deny 
him those Artifacts he loves so much. 
Take out the opponent’s Hive or Serpent 
Generator as soon as possible. A Circle of 
Protection: Red is always a nice invest¬ 
ment. 

Canticle folded his arms as he finished 
his lecture. All in all, it wasn’t nearly as 
bad as he had expected. One young 
woman was dozing on her desk. The 
Gremlins were cheerfully tying her hair to 
the back of her chair. Most of the young 
Magi present seemed to be paying atten¬ 
tion, more or less, and a few began talking 
amongst themselves as he stepped down 
from the lectern. No doubt discussing even 
more ways in which to utilize the spells 
which he had introduced them to. 

That, or they had noticed the crude 
Atog scrawled upon the back of his robe 
by one of his errant Gremlins. □ 
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Bicycle: The Gathering 

A Primer in Collectible Rip-Offs 


Written by Ryan Dance y 1994 

Bicycle and the Joker are ™ 1994 The U.S, Trading Card Company. 
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Y es, it’s possible to rip off Magic: 
the Gathering™ with thousands 
of dollars of new art (or used art, if 
you're a really big gaming company!), and 
more thousands of dollars of marketing, 
Here's a collectible (though 1 wouldn't 
want to invest in the market) trading card 
game based on the largest-selling card 
game system in history. 

Preliminaries 

Each player gets a fresh deck of Bicy¬ 
cle™ playing cards, unopened. The play¬ 
ers open the decks, and shuffle well (at 
least a dozen times). Then, the players 
trade decks. Each player antes one card. 
The winner of the match keeps the ante. 

Each player draws a hand of five 
cards. Each player starts with 20 life 
points. The first player to reach 0 life, or 
to run out of cards, is the loser. 

Card Effects: 

Ace: Provides “generic mana,” which 
can be used to bring any suit card into 
play. 

Face Card: Provides "suit mana,” 
which is used to bring cards of the same 
suit into play. 

2-5: These are ’ Creature Cards.” 
Each requires a number of mana equal to 
its value to bring into play. Thus, a 5 of 
Diamonds could be played by tapping the 
Jack, Queen, and King of Diamonds, plus 
any two ace cards. The 2 of Diamonds 
could be brought into piay by tapping two 
Diamond Face Cards, any two Ace cards, 
or an Ace card and a Diamond Face 
Card, 

6 : Tap a generic mana or a King of 
the same suit to bring the 6 card into 
play. When a 6 is in play, the player's 
hand expands by one card. 

7: Tap a generic mana or a Queen of 
the same suit to bring the 7 card into 
play. A 7 card played on a creature card 
(2-5) and makes that card unblockabte by 


cards of the suit of the 7. Thus, if a 7 of 
Clubs is played on the 5 of Diamonds, the 
5 cannot be blocked by any Club card. 

8 : Tap a generic mana or a Jack of 
the same suit to bring the 8 card into 
play. The player taps the 8 card to absorb 
one point of damage from the same suit. 
Thus, the player could tap an 8 of Hearts 
to prevent one point of damage caused 
by a Heart card, 

9: Tap two generic mana or two Face 
Cards of the same suit to bring a 9 card 
into play. The player places the 9 card on 
any Creature Card of the same suit, dou¬ 
bling its damage output. Thus, the 9 of 
Diamonds placed on the 5 of Diamonds 
makes the 5 deliver 10 points of damage 
with each attack. 

10: Tap three generic mana, or all 
three face cards of the same suit to bring 
a 10 card into play. Tap the 10 card to 
tap an untapped card, or to untap a 
tapped card. This effect extends to any 
card on the table, to a 10 could be used 
to tap an opponent's Creature Card, 
making him unable to block! 

Sequence of Play 

Untap Phase: The player untaps ail 
tapped cards. 

Card Phase: The player can play 
Aces and Face Cards at will. The player 
can tap Face Cards and Aces to bring 
other cards into play. 

Challenge Phase; The player places 
a Creature Card in the middle of the 
table, and announces that card is attack¬ 
ing another player. The attacked player 
can present a defending creature to do 
battle with the attacker. 

Damage Phase: If the attacking crea¬ 
ture deals more damage than the defend¬ 
ing creature, the defending creature is 
removed from play. Likewise if the attack¬ 
ing creature loses, it is removed from 
play. Ties result in the loss of both crea¬ 
tures, Any cards played on a Creature 
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Card which is removed from play are also 
removed from play. 

Player Damage: If no defending 
creature was opposed to the attack, the 
damage inflicted by the attacking creature 
is subtracted from the attacked player’s 
life total. 

Discard Phase: The player has the 
option of discarding one card from his or 
her hand, and/or drawing a new card 
from the deck. 

Play then passes to the player to the 
left. 

For fun, conduct a 10-minute trading 
session before play begins. Some players 
will go for “effect” cards, i.e, 6-10, Oth¬ 
ers will want more mana or creatures. A 
killer deck can be constructed by eliminat¬ 
ing all the face cards, trading for Aces, 
and getting lots of high-powered effect 
cards. A lowly 2 with several 9s of the 
same suit and a 7 of each suit is a mon¬ 
ster attack vehicle! But watch out! Your 
opponent may have a deck with the abili¬ 
ty to deploy several 10 cards, and tap 
your creatures before they have a chance 
to act! 

Watch for the first expansion set, 
“Pinochle,” coming soon to a store near 
you. 
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Ultra-rare insert card. 
Never more than two per box. 
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"One mesmerizing journey of 
constant self-discovery and 
intrigue..,a winner!” 


Independent Reviewer 


"Smooth, Surreal, ' -i 
Sexy...(an) utterly , fant 
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-Williari;Spencer Hale 
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“One of the most spectacul 
games of your life...” 

-Game Shop News #32 


PO Box 28397 Tempe, AZ 85285 VOICE (602) 894-1812 FAX (602)894-2028 INTERNET: Norman@Eternity.co 


WOW.,.Eye-Poppingly Ethereal...WOW... 
Precedence has already left where many 
established companies took years to get to...” 

--Tony Lee, Independent Reviewer 


“Amazing artwork... on the level of 

Timothy Bradstreet....A new, innovative, 
fresh system sure to be among the 
classic games of the industry.' 1 

—Shadis Magazine #15 






























Family Business 

Mobsters on the Block 


By Darwin Bromley 


“When you said straight from the horses 
mouth , i didn't think you meant the next pil¬ 
low over...” 

This variant for Family Business by May- 
fair Games Inc. came to us from Darwin 
Bromley, the game's creator. 

Mobsters on the Block 

This variant uses a twist on the card game 
Pit to get the game started. Take a number of 
mob families equal to the number of players 
and deal them randomly to those playing. At 
a given signal, the players begin trading 
groups of mobsters to each other under the 
following rules: 

1* To declare a group that a player wishes 
to trade, the following information must be 
announced: 

T " 

a. The number of mobsters 

b. The affiliation of at least one of the 
mobsters. 

Thus, a possible announcement could be, 
Tve got 3 mobsters with a Murder, Inc.,” or 
Tve got four mobsters with a Capone”. 
When two players make a trade, they 
exchange groups of cards and then continue 
to trade. 

2. At any time, any player may shout 
“BANG", This ends the trading session. 


At the end of the trading session, players 
announce their mob affiliation by selecting 
one of the mobsters that are currently in their 
hand and placing it face down on the table. 
When all players have selected their affilia¬ 
tion, the players flip the cards over. If every¬ 
one has selected different mobs, the game 
begins. If two or more players have selected 
the same mob, then the player with the most 
influence (the most mobsters) in that mob 
gets the affiliation. If a tie occurs, then the 
player to the left of the player who ended the 
trading session gets control (with the player 
who ended the trading session losing all ties). 


Any players who don't have an affiliation 
then hold another round of declaring affilia¬ 
tion like the first, except that they may not 
declare for an affiliation with a mob that has 
already been selected. It is possible to not 
have any mobsters in your hand of the mob 
that you are affiliated with. 

During the game, contracts (normal, prior¬ 
ity, etc.) are played onto specific mobsters) 
by the player who played the card. Mob 
Power and Hit also allow the player that 
played the card to select the target. Other 
cards that send mobsters to the wall are of 
the mobster’s owner s choice for target (e.g. 
vendetta, doublecross). If one of these cards is 
played, the player may choose any of the 
mobsters in front of him. 

' A player is only removed from the game if 
of the mobsters in their affiliated mob are 




killed, regardless of whether they have any 
mobsters left in front of them. If a player is 

V 

removed and still has mobsters in front, then 

■ -i ^ 

those mobsters are not defended any more. 

•i^ .1 . “fc 

T t 9 . T f 

It is not legal to play defense cards (safe- 

i *. ■. 

house, mob power, family influence) when 
the target mobster is in front of another play* 
er, but you may use cards such as Take it on 
the Lam to get another players’ mobsters 

V * -i . , 

off the wall. Obviously, it is to your advan- 
tage to have a high percentage of your mob’s 
mobsters in front of you, in order to protect 
them, so the early trading session is vital to 
your mob s continued control over the city.. 

Remember: Don’t disappoint the family.,.. 
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WAR.! 


Written by David Williams © 1995 


I n July, the Magnum Opus Con in Pine 
Mountain, Georgia will feature the first pro¬ 
fessional Magic: the Gathering™ tourna¬ 
ment, WAR "95, presented by the National 
Association of Professional Gamers, will have 
$25,000 in prizes. Let s say that again: twen¬ 
ty-five thousand dollars. There will be two 
Magic tournaments — a “ killer deck” tourna¬ 
ment similar to the Duelist’s Convocation 
rules and a Revised only tournament. The 
prize money will be divided between the two 
events depending on the number of entrants 
in each. The tournament rules are below, 
SHADIS is proud to announce that we have 
been named as the official magazine of the 
NAPG and will be the place to turn for infor¬ 
mation on NAPG events like WAR ’95. 

The NAPG is a group dedicated to the 
idea of gaming as a profession — a source of 
income. The whole idea behind WAR and 
the NAPG is the transition of gaming from 
the recreational world to the occupational 
world. To paraphrase the slogan of one of 
our armed forces: gaming’s not just an 
adventure, it’s a job* The best example 
between gaming for fun and gaming as a 
profession is the difference between minia¬ 
ture golf and the PGA Tour. This isn’t just a 
game anymore, kids; this is for money. This 
isn’t to say that NAPG members can’t enjoy 
what they’re doing; they’ll just be able to justi¬ 
fy that enjoyment with a paycheck — if they 
win. 

Just who and what is the NAPG? The 
NAPG is the governing body for the emerg¬ 
ing sport of professional gaming (to continue 
the golfing analogy, the NAPG is the PGA). 
The NAPG plans to sponsor and coordinate 
cash tournaments (called WARs) featuring 
several of the most popular strategy and card 
games on the market (such as Warhammer, 
Star Fleet Battles, Battletech, Magic: 
the Gathering, etc.) and are going to broad¬ 
en their horizons in the near future to include 
role-playing games, board games, and games 
of every imaginable medium. In fact, as of 
this writing, the plan is to hold a Doom II 

tournament at WAR "95* The NAPG is an 
independent corporation and not affiliated 


with the companies that produce the games 
that are featured. 

Since this is the first year of the NAPG, 
there is no membership fee for the 1994- 
1995 tour* To participate in a WAR, all you 
have to do is register and pay the entry fee 
for that particular tournament (as well as any 
convention fees where applicable). In future 
years, though, to be eligible to compete in 
WARs, you’ll have to pay an annual member¬ 
ship fee to the NAPG, in addition to entry 
fees for individual WARs. Nonmembers wish¬ 
ing to participate in WARs will be charged an 
additional registration fee for each WAR, so 
the least costly option is to pay annual dues. 

THE RULES for WAR ’95 

The entry fee for WAR is $50.00 per 
person per tournament (“killer deck" and/or 
1 Revised only 1 }. This is (as mentioned above) 
in addition to the cost of membership in the 
host convention — you must be a member 
of MQO10 to participate in WAR "95 (you 
must pay the convention fee in addition to 
the event fee). 

All matches at WAR will be one-on-one; 
there will be no divisions for team or other 
multiplayer competition. There will, however, 
be two divisions of the overall WAR. The first 
division will be the '"killer deck 11 tournament, 
in which competitors may draw upon all 
Magic expansion sets to build their decks, 

! he second division is a “Revised only” tour¬ 
nament, in which competitors may only use 
cards from the Revised edition decks and 
booster packs to build their decks* The poli¬ 
cies and procedures handbook will be mailed 
to all entrants on June 1, 1995* A list of 
banned and restricted cards for both divisions 
will be included. These rules are tentative and 
are subject to change. Updates will be mailed 
when possible, and final revisions to the rules 
will be made at a meeting at the convention 
Thursday night, July 13, 1995, Attendance 
at this meeting is mandatory for all WAR par¬ 
ticipants, 

WAR is a single-elimination tournament 
until the quarterfinals (final 8 players). Losers 
in the quarterfinals and semifinals will enter a 
losers bracket’" to determine the 3rd-8th 


place finishers. Advancement in the tourna¬ 
ment will be determined by a single match 
until the quarterfinals and later rounds at 
which point competitors will have to win 2 
out of 3 matches to advance. 

An NAPG-appointed “Reid Marshal” will 
be roaming the game floor and will have the 
final say in all interpretations! disputes. The 
Field Marshal will be at the meeting Thursday 
night to try to answer as many questions in 
advance as possible. Also, competitors who 
want to know how certain cards or combina¬ 
tions of cards will be interpreted may send 

questions to the NAPG. When sending in 
such inquiries, please be sure to include the 
exact wording of the card(s) in question. 
Since all interpretations of cards will be based 
on the exact wording of the cards, different 
printings of die same card may cany different 
interpretations (this is, of course, only a con¬ 
cern in the “killer deck” tournament). 

The $25,000 cash purse for WAR ’95 
will be divided between the “killer deck” and 
" Revised only” tournaments, with each divi¬ 
sion offering a share of the total purse that is 
proportional to the percentage of the total 
number of entries that is represented in that 
particular division (Le.: if 70% of the total 
entries are for the “killer deck” tourney, then 
70% of the prize money goes into the “killer 
deck” tournament), Within each division, the 
prize money will divided among the top 8 fin¬ 
ishers. Confused? Here s an example: 

If the total prize money were to be divided 
evenly between the two tournaments 
($12,500.00 for each} the prize breakdown 
in each tournament would look like this: 


1st Race — 

$6,250.00 

2nd Race — 

$3,125.00 

3rd Race — 

$1,563.00 

4th Place — 

$782.00 

5th Race — 

$391.00 

6th Place — 

$196.00 

7th Race — 

$98.00 

8 th Place — 

$95.00 

The schedule 

of events is being made out 


so that it will be possible to compete in both 
divisions. Entries will be accepted as late as 
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Thursday, July 13, 1995, at the aforemen¬ 
tioned mandatory meeting* However, if you 
wait until then to register, you won’t be on 
the mailing list to receive the policies and pro¬ 
cedures handbook, and it will be your respon¬ 
sibility to familiarize yourself with the rules 
sometime between the meeting Thursday 
night and the first round of competition, 
which will begin at 8:00 AM Friday, July 14, 

1995* 

What's next for the NAPG? The NAPG 
tour will begin in 1996. The tour wi consist 
of 6 WARs at locations around the nation 
(currently the NAPG is working in conjunc¬ 
tion with Hyatt Hotels to decide on exact 
locations for each WAR; the NAPG is look¬ 
ing for conventions who would be willing to 
act as hosts for WARs)* At the end of each 
tour, the year's NAPG Grand Champion will 
be crowned. To determine the year’s Grand 
Champion, points will be awarded for partici¬ 
pation and success in each WAR, and the 
competitor with the highest point total at the 
end of the year will be crowned Grand 
Champion. More specific information on the 
dates and sites of future WARs will be made 


available after MOC-10 and in SHADIS Mag¬ 
azine. 

The Magnum Opus Con: 

This convention has other things to offer 
besides WAR ’95; it features a variety of 
games and tournaments of all of the favorite 
games* Guests at Magnum Opus Con include 
Adrian Paul of the Highlander T.V* show, 
Bruce Boxleitner of Babylon 5, Bruce Cam¬ 
bell of Brisco County, Astronauts Dr. John 
Grunsfeld, Bruce McCandless, and Bob 
Springer. And there are many more, includ¬ 
ing author Roger Zelazny. 

Rules For Each WAR 95 

Tournament 

Revised Only Tournament Deck 
Construction Rules: 

1. The deck must contain a minimum of 

sixty cards. 

2. There may be no more than four of 
any individual card in the deck (including side¬ 
board) with the exception of the five basic 
land types (plains, islands, mountains, 
swamps and forests). If more than four of any 


one card is found the game is considered for¬ 
feit. 

3. Certain cards are restricted to one 
instead of four. No more than one of the fol¬ 
lowing are allowed in the deck. If more than 
one of these cards are found in a deck the 
game is considered forfeit. This list may be 
modified, so be sure to check the list before 
the tournament. The list will not be modified 
during the tournament: 

Channel Wheel of Fortune 

Mind Twist Braingeyser 

Regrowth Demonic Tutor 

Sol Ring 

4. The following cards are banned from 
tournament decks (this list may be modified 
as necessary}: 

Contract From Below 
Darkpact 

Demonic Attorney 

5* Decks in the Revised only tournament 
are restricted to cards from the unlimited 
boosters and starters only. This includes all 
white bordered cards except the following: 


NUCLEAR WAR" BOOSTER PACKS 


Each Booster pack 
contains 8 random 
new cards for Flying 
Buffalo’s card game, 
NUCLEAR WAR 
and related expan¬ 
sion sets. 
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CHECKLIST 


Top Secrets 

□ Solar Flare 

□ Virtual People 

□ Alternate Reality 

□ Meteor Crater 

□ Son of Supergerm 

□ Vaccine 

Secrets 

□ Time Warp 

□ Killing Tomatoes 

□ Sexual Harrasment 

□ Arms Sales 

□ Genetic Monsters 

□ Health Care Policy 

□ Back to Nature 

□ Ozone Hole 

□ World Cup Finals 

Q Mutual Disarmament 

□ Plutonium Fizzles 


□ Talk Show Host 

□ Spy (lady) 

O Exchange Students 

□ Spy (blonde guy) 

□ Marshall Plan 

Disinformation 

Propaganda 

□ Cyanide 

□ 2 million 

□ Super Fallout Shelters 

□ 7 million 

□ Faulty Fallout Shelters 

□ 13 million 

□ Mind Control 

□ Domed Cities 

Warheads 

□ Radar Jamming 

□ 15 megatons 

□ UFOTechnology 

□ 40 megatons 

□ Mole 

□ 75 megatons 

□ Psychic Hot Line 

□ 200 megatons 

□ Black Box 

□ Propaganda Bommerang 

Specials 

□ Nuclear Winter 

Other 

O Doomsday Device 

□ Delta Clipper 

□ Spin Doctor 

O Censorship 

Total: 47 cards 

□ Spy (couple) 
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WAR! 


Lich 

Sinkhole 

Natural Selection 

Gauntlet of Might 

Ancestral Recall 

Time Vault 

Black Lotus 

Time Twister 

Berserk 

Time Walk 

Ice Storm 

Chaos Orb 

Two-Headed Giant of Foryis 

Ironclaw Ores 

Raging River 

All Mox Stones 

Blaze of Glory 

Consecrate Land 

Word of Command 

illusionary Mask 

Camouflage 

False Orders 

Copper Tablet 

Cyclopean Tomb 

Jade Statue 

Psionic Blast 

Twiddle 

Forcefield 

Dwarven Demolition Team 

Invisibility 


Currently, decks will be allowed to include 
cards from the Fallen Empires Expansion. 
Also, all cards in the tournament deck must 
have identical card back designs. Use of non¬ 
matching cards will be interpreted as a decla¬ 
ration of forfeiture. 

Floor Rules: Revised only 

1. If there 's an odd number of players in 
any step of competition, byes will be assigned 
randomly. 

2. The tournament will be presided over 
by a judge, and assistant referees. The judge 
will be sometimes be called on to interpret 
rules, forfeits, or other decisions as needed 
during the tournament. Assistant referees will 
assist by answering rule questions, or other 
assistance needed by the judge. In necessary 
cases, the judge may overrule any decision 
made by an assistant referee. The decision of 
the judge is always final. 

3. Players may replace cards in their deck 
only before or after a round of play, never 
during play. No alteration of the deck is 
allowed during play. If any such action 
occurs, it is interpreted as a forfeit. 

4. If a player draws either no land or all 
land in the initial draw of the round, he may 
restart the game. To do this, they must show 
the opponent that they have either no land 
or all land. Reshuffle the deck, allow the 
opponent to recut the deck and draw seven 
new cards. The player opponent has the 
option of reshuffling as well. This can only be 
done during the opening draw of the round. 

5. The use of “proxy cards’ f in a tourna¬ 
ment deck is not allowed in tournament play, 
A proxy card is one that has been placed in a 
deck to represent another card. 

6. The use of plastic sleeves or other pro¬ 
tective sleeves is not allowed in tournament 
play. These items do not allow for proper 
shuffling. 

7. Players may not have any outside assis¬ 
tance, If a player violates this rule, it is inter¬ 
preted as a forfeit. 


8. Players must keep their card above the 
level of the table at all times.If a player vio¬ 
lates this rule, it is interpreted as a forfeit. 

9. If all of the above rules are not adhered 
to it can be interpreted as a declaration of for¬ 
feit. Don’t Cheat. 

10. Rules Note: The right is reserved to 
change, omit, alter, switch, or in any way 
change the rules as it is deemed necessary. 

Rules For The “Killer Deck" 

Tournament 

Deck Construction Rules: 

1. The deck must contain a minimum of 
sixty cards, total. In addition to the tourna¬ 
ment deck, players may construct a sideboard 
of fifteen cards for use with the Ring of 
Maruf, This sideboard is counted in deck con¬ 
struction rules such as no more than four of 
one type of card, etc, 

2. There may be no more than four of 
any individual card in the deck (including side¬ 
board), with the exception of the five basic 
land types. If more than four of any card is 
found the game is considered forfeit, 

3. Certain cards are restricted to one 
instead of four. No more than one of the fol¬ 
lowing are allowed in the deck. If more than 
one of these cards are found the game is con¬ 
sidered forfeit. This list may be modified so 
be sure to check the list before the tourna¬ 
ment. The list will not be modified during the 
tournament. 


Floor Rules: Killer decks. 

1 If there is an odd number of players in 
any step of competition, byes will be assigned 
randomly. 

2. The tournament will be presided over 
by a judge, and assistant referees. The judge 
will sometimes be called on to interpret rules, 
forfeits, or other decisions as needed during 
the tournament Assistant referees will assist 
by answering rule questions, or other assis¬ 
tance needed by the judge. In necessary 
cases, the judge may overrule any decision 
made by an assistant referee. The decision of 
the judge is always final. 

3. Players may replace cards in their deck 
only before or after a round of play, never 
during play. No alteration of the deck is 
allowed during play. If any such action occurs 
it is interpreted as a forfeit. 

4. If a player draws either no land or all 
land in the initial draw of the round, he may 
restart the game. To do this, they must show 
the opponent that they have either no land 
or all land. Reshuffle the deck, allow the 
opponent to recut the deck and draw seven 
new cards. The player opponent has the 
option of reshuffling as well. This can only be 
done during the opening draw of the round. 


Channel 
Re growth 
Wheel of Fortune 
Mind Twist 
Sword of Ages 
All from Cairo 
Berserk 
Brain Geyser 
Mirror Universe 
Time Twister 
Chaos Orb 
Demonic Tutor 
Library of Alexandria 
Recall 


Mind Twist 
Sol Ring 
Feldon's Cane 
All Mox stones 
Underworld Dreams 
Ancestral Recall 
Black Lotus 
Ivory Tower 
Maze of 1th 
Candelabra of Tawnos 
Copy Artifact 
Falling Star 
Mishra s Workshop 


Time Walk 

Any 'summon Legend" card are limited to one, as is each 
legendary land. 

4. The following cards are banned from 


tournament decks: 


Darkpact 
Rebirth 
Bronze Tablet 
Shaharazad 
Jeweled Bird 


Demonic Attorney 
Tempest Bfreet 
Contract from Below 
Divine Intervention 
Time Vault 


This list may be modified as necessary. 

5. Decks may be constructed from all 
Magic: the Gathering printings, with the 
exception of collectors edition cards. 


5. The use of “proxy cards” in a tourna¬ 
ment deck is not allowed in tournament play. 
A proxy card is one that has been placed in a 
deck to represent another card. 

6. The use of plastic sleeves or other pro¬ 
tective sleeves is not allowed in tournament 
play. These items do not allow for proper 
shuffling. 

7. Players may not have any outside assis¬ 
tance. If a player violates this rule, it Is inter¬ 
preted as a forfeit. 

8. Players must keep their card above the 
level of the table at all times.If a player vio¬ 
lates this rule, it is interpreted as a forfeit. 

9. If all of the above rules are not adhered 
to it can be interpreted as a declaration of for¬ 
feit. Don’t Cheat. 

10. Rules Note: The right is reserved to 
change, omit, alter, switch, or in any way 
change the rules as it is deemed necessary. □ 
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There can be only one. 
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IEditor’s Note: Due to space con¬ 
straints, the type I ru/es, which are most- 

ill unchanged from the former rules, as 
well as the floor rules, have not been 
included. These rules are available from 
Wizards of the Coast by mail or elec¬ 
tronically. These new sanctioned tourna¬ 
ment rules were released on January 
10th by WotC.} — iT C>t-W 

The Duelists’ Convocation is proud 
to announce that we now sanction three 
types of Magic: the Gathering tourna¬ 
ments. The Type I, Type II and Sealed 
Deck tournaments give event coordinators 
a choice of tournament types and offer 
more variety in officially sanctioned events. 
Although officially sanctioned tournaments 
still hold to a single-elimination format, we 
are working to create a new scoring sys¬ 
tem that will accommodate other tourna¬ 
ment formats and allow for more play by 
all players. 

The new tournament types use different 
deck construction rules and are modular in 
design. A standard set of Floor Rules 
applies to all tournaments; additions and 
modifications for a particular type appear 
in the specific rules for each tournament. 

Type I tournament: This is a “con¬ 
structed deck" tournament, meaning that 
the players construct their decks using any 
cards the rules allow. These rules are 
essentially the familiar “official tournament 
rules." However, there are some slight 
changes, so read the rules carefully before 
running or playing in a Type I tournament. 
The Duelists’ Convocation believes the 
Type I tournament will become a “power 
player" tournament, because its loose 
restrictions allow for nasty decks, but in a 

much more playable format than the previ¬ 
ous Ll no-ho!ds-barred” unrestricted power 
environment. 


Type II tournament: Also a con¬ 
structed deck tournament. Type II places 

greater restrictions on allowable cards than 
Type I. Type II allows only cards still avail¬ 
able in die basic Revised Edition and the 
latest two expansions. It was developed 
with two ideas in mind: First, the Magic 
environment should be ever-changing; see¬ 
ing new cards appear and disappear from 
time to time was the original concept 
behind the expansion sets and the Revised 
Edition card set rotations. By allowing only 
the latest two expansion sets and disallow¬ 
ing cards rotated out of Revised Edition, 
we seek to create the feeling of an ever 
shifting play environment. 

Second, by restricting the environment 
to only the most recent available cards, we 
hope to ease any alienation of newer 
Magic players who never had the chance 
to get their hands on some of the older, 
out-of-print expansions (or basic set cards, 
for that matter!). Tire Type II tournament 
by its very nature keeps things current; 
newer players have the same access to 
cards as everyone else, and even time-hon¬ 
ored Magic veterans should find this type 
of tournament the perfect battleground to 
incorporate their newest strategies with 
new expansions, We think Type II will 
become the staple of the tournament cir¬ 
cuit. 

Sealed Deck tournament: This tour¬ 
nament takes the final strides into restrict¬ 
ed environments, challenging players to 
create the best deck possible from an 
extremely limited card pool, and without 
benefit of trading! Sealed Deck offers sev¬ 
eral options based on card availability at 
the time of the tournament. The tourna¬ 
ment organizer must take care to select a 
feasible option. Sealed Deck tournaments 
are a favorite of many players, from very 
experienced players who want the chal¬ 
lenge of not having access to their enor¬ 
mous card pools, to brand new players 


who don’t have a lot of cards to draw 
from. 

Type II Tournament Rules 

Includes Magic; the Gathering and the 
two latest expansions, The Dark and Fall¬ 
en Empires. 

Deck Construction: 

1. Type II tournament decks may be 
constructed from Magic cards from the 
most current Revised Edition basic set and 
the latest 2 (two) limited edition Magic 
expansions only. Cards from previous ver¬ 
sions of the basic set that still appear in the 
most current set rotation of Revised Edi¬ 
tion are allowed, with two exceptions. 
“Alpha” black border limited edition basic 
set Magic: the Gathering cards with their 
more rounded comers, and cards from any 
Collectors Edition with their square comers 
and differing card back design are disal¬ 
lowed from play as these features make 
cards from these sets effectively marked 
cards. All cards currently out of print from 
the basic set appear on the Banned List. 
Use of any card not expressly permitted in 
the Type II tournament deck in a Type II 
tournament will be interpreted by the 
Judge as a Declaration of Forfeiture (see 
Standard Floor Rules #15). 

2. The Type II tournament deck must 
contain a minimum of 60 (sixty) cards, in 
addition to the Type II tournament deck, 
players may, but are not required to, con¬ 
struct a Sideboard of exactly 15 (fifteen) 
additional cards, which must always con¬ 
tain that number of cards while play is in 
progress. The use of the Sideboard is fur¬ 
ther explained in the Standard Floor Rules 
(rule #5). 

3. There may be no more than 4 (four) 
of any individual card, by card title, in the 
Type II tournament deck (including Side¬ 
board), with the exception of the five basic 
land types (Plains, Forest, Mountain, 
Island, Swamp). 
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Duelist Convocation Rules 


4. The Restricted List: 

No more than 1 (one) of each of the 
cards on the Restricted List are allowed in 
the Type II tournament deck (including 

Sideboard). If more than 1 (one) of any 
individual card from the Restricted List are 
found in a player’s deck and Sideboard, 
that will be interpreted by the Judge as a 
Declaration of Forfeiture. The Restricted 
List may be modified by the Director of the 
Duelists' Convocation as necessary. The 
Restricted List is as follows: 

• Bra ingeyser , 

• Channel 

• Copy Artifact 

• Demonic Tutor 

• Ivory Tower 

• Maze of Ith (DK) 

• Mind Twist 

• Regrowth 

• Sol Ring 

• Wheel of Fortune 

5. The Banned List: 

For ease of use, all cards from the basic 
set that no longer appear in the most cur¬ 
rent Revised Edition are listed here. Other 
cards may be banned as well. The Banned 
List may be modified by the Director of the 
Duelists' Convocation as necessary. The 
following cards are banned from the Type 
II tournament deck: 

• Ancestral Recall 

• Berserk 

• Black Lotus 

• Blaze of Glory 

• Camouflage 

• Chaos Orb 

• Consecrate Land 

• Contract from Below* 

• Copper Tablet 

• Cyclopean Tomb 

• Darkpact* 

• Demonic Attorney* 

• Dwarven Demolition Team 

• False Orders 

• Forcefield 

• Gauntlet of Might 

• Ice Storm 

• Icy Manipulator 

• Illusionary Mask 

• Invisibility 

• ironclaw Ores 

• Jade Statue 

• Lich 

• Mox Emerald 

• Mox Jet 

• Mox Pearl 

SMADIS PRESENTS © 1995 - 


• Mox Ruby 

• Mox Sapphire 

• Natural Selection 

• Psionic Blast 

• Raging River 

• Sinkhole 

• Time Vault 

• Time Walk 

• Timetwister 

• Twiddle 

• Two-Headed Giant of Foriys 

• Word of Command 

* : Banned from play, as card states to 
remove from deck before playing if not 
playing for ante. This tournament type 
does not require that ante be wagered. 

The Type II Floor Rules: 

The Type II tournament uses all of the 
Standard Floor Rules. 


Sealed Deck Tournament Rules: 



Note: The standard rules for Magic: 
The Gathering apply to all tournament 
play, except where amended by these 
rules, in cases where the official tourna¬ 
ment rules differ from the basic rules of 
Magic, the official tournament rules take 

precedence. 

Deck Construction: 

1. Decks may be constructed using the 
contents of 1 (one) sealed deck of the latest 
edition of Magic: The Gathering Revised 
Edition cards (60 cards), and one of the 
following additions: 

a. The contents of 3 (three) sealed 
booster packs of the latest 8 (eight) card 
booster pack limited edition expansion set 
(for a starting total of 84 cards) or; 

b. The contents of 2 (two) sealed boost¬ 
er packs of the latest 15 (fifteen) card 
booster pack limited edition expansion set 
(for a starting total of 90 cards) or; 

c. The contents of 2 (two) sealed boost¬ 
er packs of the latest Magic: the Gathering 
Revised Edition (for a starting total of 90 
cards), 

Optional Rule: At the Judge’s discre¬ 
tion, players may add exactly 4 (four) basic 
lands of their choice to the deck. These 
land cards must be issued by the tourna¬ 


ment staff after the deck construction peri¬ 
od (see Sealed Deck Boor Rules, SD2), 

and in such a way as to take care that each 
player receives only four additional lands 
and not more (using the player sign in list 
may be a good way, or checkmarking the 
player’s index card as they receive their 
lands). This pool of basic lands can be 
from an individual collection, or having 
each player donate one of each Revised 
basic land to create the pool at the tourna¬ 
ment. 

2. The tournament deck must contain a 
minimum of 40 (forty) cards, with no 
imposed maximum. In Sealed Deck play, 
any cards from the starting deck and 
boosters) not used in the tournament deck 
will function as that player’s Sideboard. 
The total number of cards in a player’s 
deck and Sideboard combined may change 
during the course of play, as Sealed Deck 
tournaments require the wagering of ante 
(see Modifications to Standard Floor Rules 
#6; Sealed Deck). The use of the Side¬ 
board is further explained in the Standard 
Floor Rules (rule # 5). 

3. Due to the natural limiting effect of 
Sealed Deck play, as well as the fact that 
ante must be wagered in the Sealed Deck 
tournament, there are neither Restricted 
nor Banned Lists for this style of tourna¬ 
ment. 

Sealed Deck Floor Rules: 

Sealed Deck tournaments will use the 
Standard Floor Rules, except where noted 
in the Modifications to Standard Floor 
Rules section below, There are four addi¬ 
tional Floor Rules specific to a Sealed Deck 
tournament, noted by SD#. These are: 

SD1. Players are responsible for provid¬ 
ing their own sealed decks and boosters 
for use in the tournament, except in cases 
where the decks and boosters are provided 
for them by the tournament organizers. If 
an entry fee is charged for the tournament, 
the fee for a player shall not exceed the 
Manufacturer’s Suggested Retail Price for 
the cards allotted to and received by the 
player, plus an additional amount within 
the normal sanctioning parameters allow¬ 
able by the Duelists’ Convocation office 
sanctioning the event. 
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Duelist Convocation Rules 


SD2. Prior to the first round’s pairings, 
the Judge should allow a period of 45 
(forty five) minutes for players to construct 
their decks. All players in the tournament 
must open and construct their tournament 
decks during the same 45 minute period. 
The Judge must announce a warning to 
the players at the forty minute mark that 

only five minutes remain in the deck con¬ 
struction period. Players must have their 
decks constructed prior to the end of this 

i 

allotted time. If a p ayer has not completed 

deck construction at the end of this allotted 

■ 

time, it may be interpreted by the Judge as 
a Declaration of Forfeiture (see Standard 
Floor Rules #15). In the event all players in 
the tournament have completed deck con¬ 
struction prior to the end of the 45 min¬ 
utes, the tournament may commence with¬ 
out delay. 

SD3. A Player may not open their 
sealed deck or booster(s) prior to the 
beginning of the time period allotted for by 
the Judge. 


< 1 - 


SD4. At no time prior to or during the 
tournament will trading of cards from the 
Sealed Deck tournament deck or Side¬ 
board be permitted. 

Modifications to Standard Floor Rules; 
Sealed Deck: 

Note: Rule numbers below correspond 
to Standard Root Rules rule numbers, 

jfK* • 

♦ I-1 1' * ^ j 

t t* j j 

. - - j _ • ^ “' s fl t r 

5. As written, but cards from the Side¬ 
board need not be traded into the deck on 
a one for one basis; any number of cards 
may be added to or subtracted from the 
deck, provided that the playing deck con¬ 
tains a minimum of 40 cards when fin¬ 
ished. Additionally, the requirements of 
Sideboards containing exactly 15 cards are 
dropped for obvious reasons. 

6. In Sealed Deck tournaments, it IS 
required that players wager ante. Cards 
won as ante may be introduced into the 
playing deck at any time that a Sideboard 

•use is allowed (i.e., in between duels or 


matches). A player unable to field a deck 
of at least 40 cards no longer has a legal 
deck, and will be removed from the tour¬ 
nament. 

13. Note: Roor Rule #13 (Judge’s right 
to terminate an excessively long match) 

may come into play more often in a 
Sealed Deck tournament, as many decks 
constructed from such a limited environ¬ 
ment when played against each other may 

% 

grind into a near stalemate situation. It is 
therefore recommended that if any time 
limits are imposed per round, it may be 
desirable to extend the limit to 60 or 90 
minutes, depending on the tournament. 
This extension is entirely at the Judge’s 
discretion, and must be advertised in 
advance or announced to ail players at the 
beginning of the tournament. 0 
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Sanctioned Tournaments 

■ 

Upcoming DC-Sanctioned Tournaments 


This is a complete listing of all of the 
Magic: the Gathering tournaments that 
have been sanctioned with the Duelist’s 
Convocation at Wizards of the Coast as 
of Jan 26, 1994. 

February 1995 

Life, The Universe, and Everything XIII 

Brigham Young University 
Wilkinson Center 
Provo, UT 
Feb 1-4 

Contact Karl Batdorff (801) 378-6691 

Lexicon 11 

University of Kentucky-Student Center 
Grand Ballroom 
Lexiton, KY 
Feb 3-4 at noon 

Contact Tony Florence (606) 225-4639 
$3 entry fee 

Magic Tournament 

Red Lion Inn, 

Astor/Chinook/Pacific Rooms 
Astoria, OR 
Feb 4 

Contact Mike Wangen (503} 325-8139 
$3 pre-reg, $5 at door 

ECON 

East Michigan University 
Ypsilanti, Ml 
Feb 4 

Contact Bemie Bresnahan (313} 74T8000 

Magic Tournament 

American legion #62 on Ash St, 

Redding, MA 
Feb 5, 10am 

Contact Lance Friley (617) 944-3735 

Magic: The Gathering Tournament 

Cal State, Lester Hersh Program Area - 

2nd Floor 

Los Angeles, CA 

Feb 7 

Contact Joe Chora (213} 343-5110 

New York Magic 

Park Central Hotel 7th Aue & 56th Manhattan 
New York, NY 
Feb 11 

Contact Glen Friedman (217) 479-8488 


M:tG Tournament 

National Guard Armory 1127 Armory 

Rd, 

Salina, KS 
Feb 18 

Contact Steve Farrel (913} 825-7341 

Las Bois Arena 

Dreamwalker s Coffee House 
Boise, ID 
Feb 18 

Contact Alan Cables (208) 465-3279 

Mad Hatter's “Second Annual 
Feb* 1994” Tournament 

Bash Rip rocks 
Lubbock, TX 
Feb 18 

Contact Mad Hatter (806) 763-4054 

Victoria Mana Clash 

Tally-Ho Motor Inn - Banquete Room, 
3020 Douglas St. 

Victoria, BC 
Feb 18, 10am 

Contact Don McCaskill (604) 595-8902 

PrezCon 95 

Best Western Mount Vemon 
Charlottesville, VA 
Feb 16-19 

Contact Justin Thompson (804} 823- 

7433 

128 +/- contestants 

March 1995 


Mondanro Con II 

Franklin Pierce College 
Rindge, NH 
Mar 2-3 

Contact Brian Hess (603) 899-4200 

x2Q21 

Con of The North 

Landmark Center 

St. Paul, MN 
Mar 10-12 

Contact Kevin Matheny (612) 721-0089 
General Con Info: (612} 721-0089 

Bama Con 

Holiday Inn 
Tuscaloosa, AL 


Mar 17-19 

Contact David San (205) 752-0582 

Gamers Con 

Cherry Hill Sheraton 
Cherry Hill, NJ 
Mar 17-19 

Contact Nick Saur (908) 530-9378 

Magic Tournament 

Holiday Inn-Mad ison Ave. & 80th 
Sacramento, CA 
Mar 19 

Contact Steve Wyatt (M-F noon-7pm) 
(916) 722-6643 

AggieCon 

Texas A&M Memorial Student Union 
College Station, TX 

Mar 23-26 

Sim Con 

University of Roches ter-Wilson Commons 
Rochester, NY 
Mar 23-26 

Public Contact #: (716) 275-6186 

Encounters 95 

Park Central Hotel 
Manhattan, NY 
Mar 24-26 

Contact Steve Fritz (718) 461-6480 

IMAGE Con North I 

Howard Johnson-Sioux Falls 
Sioux Falls, SD 
Mar 24-26 

Contact Joe Kozlowski (508) 563-6953 


Scot Con 

University of Wooster - Student Center 
Wooster, OH 
Mar 24-26 

Contact John Newman (216) 264-1954 

Mark of the Banshee 

Dream walkers Cafe 
Boise, ID 
Mar 25 

Contact Alan Cables (208) 465-3279 

Magic Con III 

Castlegate Hotel 
Atlanta, GA 
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Mar 25 

Public Contact #: (404) 982-0227 

Technicon 

Red Lion Inn 
Blacksburg, VA 
Mar 31, Apr 1-2 

Public Contact #: (703) 382-0288 


April 1995 

"Please Name Our Con" Tournament 

St, Claire County Community College - 
Student Center 
Port Huron, Ml 
Apr 1 

Gold Con 

The American Legion Hall 
78 Westfield Ave 
Clark, NJ 
Apr 15 

Contact Nick Sauer (908) 530-9378 

Slugathon 

Westin Hotel 
Santa Clara, CA 


Apr 15 

Public Contact #: (408) 735-8919 

Finally, we’d tike to make a special 
announcement about Encounters *95. 

Encounters *95, which will take 
place March 24-26 in New York City, is 
the first major convention devoted specifi¬ 
cally to the new collectible card game 
industry. The convention will be held in 
the Omni Park Central Hotel. 

There will be a variety of events: a 
slate of tournaments for the various 
games that are out right now. Some tour¬ 
naments will be large enough that they 
will last all weekend. 

All of the companies that are putting 
out card games are expected to make 
appearances, and several new products 
should be revealed. 

Guest artists from the card games will 
be at Encounters *95, You will be able to 
see the original artwork, get autographs, 
and get creative inspiration. 

For more information, call: (718) 461 

- 6480. 
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HEY YOU GUYS COWING PACtf FROM WlERP RETFS 
GAWE STORE?? ANY NEAT STUFF OWE IN? 



YEAH, PUT PETE'S ONLY ACCEPTING WAGlC CARPS AS 
LE&mWATE CURRENCY. I'M GOING HOWE TO GET WY 
POX OF LAMP CARPS. 






•: .■ ■‘J? v-yy .• . • .v , 

: 5SX: 


customer receives at 


miniatures to magazines to 
to source books to games. 


receive a 


~ •mcw: v ■ c : ■■ 

miniature 


not have it in stock 

m; • ' 

an extra 3rd gam- 
order at no extra 


•it:: • 


enclose 


& C.O.D.S ($4.50 extra) 

. 


OVERSEAS orders welcome 


v.-.s 


Others call 


Box 805 Culiowhee, NfC 28723 


mm 


or more get 
_ 


6 IN THE U.S 
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Magic Tournaments 



511 APIS PRESENTS © 1995 
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The Seeds of War 

The Story Behind Flying Buffalo’s Nuclear War Booster Packs 


By Rick Loomis © 1994 



mm 


■ • ••• 

;some 






'll combine 
ster cards, 


up some of these cards, and 




mvS 




new 


Editor's Note: For anyone not familiar 
with Flying Bu//alo'$ Nuclear War card 
game , if was Invented fn 1964 by Doug 
Malewicki , /f has long been known as the 


others only once making some rarer than 
others, 


classic “Beer and Pretzels ” game. 
Loomis of Flying Buffalo offers the 
ing insight info fhe new Nuclear War 
booster packs as well as the answers to fre¬ 
quently asked questions. 


Put the ones you _ 

i ,l r. V 

trade tha ^ he *^^^S ver MBf /s 


S ince “Magic” is so popular, there are 
, now hundreds of storey carrying 
ing card games that -pever™^"*^^ 
games before. Stores are so 
their “Magic 1 ' sales, they are\nb 
around for other games to ca 
nately, you have to have a “trading card 
game in order to get them to pick up your 


Nuclear War, the Saturn Missile can carry 
the 200 megatons card if you have the new 
card, “ UFO Technology If you only have 
the Proliferation game, unfortunately there 
is no card that can carry the 200 megoton 
ard, so you'd better go out and buy at least 
f of the other two games! 

Answers to some other questions: 

* “The Mole " is a spy and can indeed be 
itounferspied ”, 

The UFO technology specifically says 
issile” and cannot be used on a bomber. 
Any anti-missile than can shoot down a 
.-unmbomber can shoot down the Delta Clipper, 
rt^ln tk* Arininas "ca/wt' rrttmrl * M y° u have the Doomsday Device, dur- 


in a 

CTC^feb'eretaliation, when it says to discard 
The 


spi ” '~-~i -—; secrets and specials vou don’t draw more to 

nHppynhs a few nip sec , 5p ^ ’ you Qon 

weapons ,3,5% 


product. Flying Buffalo isn't tne 

card scene. Our Nuclear War < 
has been popular for over 20 y£ar& But 
didn’t want to change a perfect! 
sic card game into a "trading card game 
To do so would completely change 
rules and the card mix. Besides, if each j 
er has his own deck, there s no reason 
to fill it with Supergerms and 25 Wit 
propaganda cards. However, the Nuclear 
War expansion sets (Nuclear 
and Nuclear Proliferation) have always 


repife&e them. 

face-down cards (on submarines and 


been very popular, so why not “Booster 
Packs” with new cards? (Besides, the term 
“booster pack” works very well for a game 
about nuclear missiles!) 

We came up with 47 new cards! 
color), and are providing them in packages 
consisting of 8 randomly selected cards, 
a “proof of purchase” card (if you collect 40 
proofs of purchase, you get a supergerm 


space tp I atf or ms) and all “Deterrent Force" 


I)A i f „ lff cards axe “in your hand” or “unplayed cards” 

for purposes of being examined, stolen, or 


_ ■ • * • ■ • 1^7 _ M 

lost via ^secret or special, (i.e. lose one war- 


T j. >«/ * Also, in Nuclear Proliferation, Little 

~ ~ has the power to use three pro- 

fcards to make "Peace 15 break out. 
He doesn't get to collect propaganda for 

- he is discarding them in order 
ar. 


Unfortunately we were unable to provide 
the familiar packaging of so many “rare 
cards, so many “common” cards, etc, Ea< 
of our packs are just randomly selecte 
cards. But since the packing is dear, and the 
cards are facing out, you do get to see one 
of the cards you are going to get. 

It shouldn't be difficult to obtain all the 
cards, and you will want duplicates of some 
of them anyway. Some cards appear as 
many as five times on the print sheet, and 


Missile, and the 
Space Platform. (The MX carries warheads 
"bigger than 10 megatons' and the space 
platform carries 'warheads'). If you only have 


Our firstlprinting of the new cards has 
already sold but. We were somewhat rushed 
into planning the first printing, and I have 
realized that \ye made some of the secrets a 
l|i|||Ptoo cQjmmbfi. 

ccisio " s * 0 Also, the \varheads and propaganda 

rtoiwtumh; cart ] s are riot common enough. In the sec- 

ond printing we\chance the numbers a little. 

of you who bought the first packs 
and have extras Secrets to trade should have 
no problem finding willing “buyers” among 
those who buy the second printing. 

Also^ for yod collectors out there, one of 
the Health Care Policy cards on the first 
printing has a flaw in the text. The top of 
the first line of printing was clipped off, (It's 
pretty obvious). The card has been replaced 
in the second printing so the flawed card will 
be very rare. □ 
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THUNPER CASTLE GAMES 


CAN I GO HOME 
EARLY. MA'AM? 


HOLDALL MY 
CALLS. I DON 
WANT TO BE 
DISTURBED. 


INTlrtE 


SURE, JUST 
MAKE SURE 
THE CONTRACTS 
ARE TYPED UP, 


WRITTEN BY MIKE SAGER 
ILLUSTRATEP BY ANPREW HALE 


WHAT'S UP 
WITH HER? 


I DON’T KNOW, BUT 

sometimes SHE 

MAKES STRANGE 
NOISES. 


SOMEONE IS TRYING 
TO CHANNEL IN. I'M 
AFRAID WE CAN AVOID 
HIM NO LONGER, 


SORRY TO DISTURB 
YOU, SORCERESS, 
BUT I WAS SURE YOU 
WANTED TO HEAR 
ABOUT THIS AS SOON 
AS IT HAPPENED. 


ITS BIGGERTHAN 
THAT, MADAM, SEE 
FOR YOURSELF, 


SORRY, MISS, 
I’M AFRAID I'LL 
NEED SOME 
HELP ON THIS 
ONE. 


WHY CAN’T YOU JUST 
SEND A FIREBALL 
THROUGH OR 
SOMETHING? DID I 
REALLY HAVE TO BE 
BOTHERED? 


©1995 Towers in Time and the Towers in Time Logo are Trademarks of Thunder Castle Games. All Rights Reserved For more 
our games and gaming products, write to: Thunder Castle Games. P.0. Box 11529. Kansas Cty M0™d 13e or call (816) 363 9 

















































































































I THINK. THEYRE 
TROJANS, MA'AM 


WHAT ARMY 
IS THAT? 


OK. HERE’S THE 
FLAN. YOU HOLD 
THEM OFF, I'LL BE 
BACK. 
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HOW DID YOU GET 
THE ENTIRE 
GREEK FLEET TO 
help YOU? 


I TOLD THEM I HAD AN IDEA 
THAT WOULD GET THEM 
INSIDE THE TROJAN WALLS 
AFTER THEY HELPED ME. 


10OK I GAVE 
ACHILLES EXTRA. 
LEG ARMOR, 
PRETTY GOOD 
IDEA.EH? 


SUT DON'T THEY 
EVENTUALLY WrH 
THEIR WAR ANYWAY 


YEAH, PUT THEY 
DON'T f- NO;: THAO 


ANY MESSAGES? 
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Knights of the Dinner Tsble™ by jolly & blackbuhn ©w 



I'M TAPPING MY BtOATtO PLMON ANP H1T0NG PAVE FOR IZ POINTS/ 

&Y THE WAY, YOU GUYS GOING TO THE dPCU-JltCKfiB KHNUfttf? 

NOT ME IVE JUST AFOUT HAP ENOUGH OF THIS CARP GAME. WPVE FEEN FLAYING 
dPELL 7ACKER FOR l WEEKS. PONT YOU THINK It'S AFOOT TIME WE 

RESUMED OUR ROlE-PLAYING CAMPAIGN? 

/ WILL YOU QUIT WH|N|N& AFOUT 

/ ROLE-PLAYING DUDE? 


ftriniw??? 

HOW CAN YOU SAY THAT? YOU OF Ail PEOPLE/ 
THE &AM£ MAN - REMEM0ER THE GAME? 

I . », 1 1 f 

\ SHUT UP FOP/ 

\ I'M TRYING TO PLAY HERE 


SUCK IT UP POP/ 

CARPS GAMES ARE IN VOGUE. 
WE COULD PE WITNESSING THE 
PEATH OF ROLE-PLAYING AS WE 
KNOW IT/ 


fop you're disrupting the 
game/ shut up apout role- 

playing ANP PLAY YOUR CARPS 


COME ON PAVE/// 

YOU WERE THE MAN. 

,YGU PLAYED THE PEST DAMN ELF 
I'VE EVER SEEN' 

WHEN | THINK HOW YOU USED 
TO WiaP YOUR HACK-MASTER 
SWORD - IT MAKES ME WANNA 

CRY/ 

YOU WIRE 

BORIf TO ROLE-PLAY// 

WHADPA YA SAY? LETS POLL OUT 
SOME PICE ANP GET PACK TO THE 
CAMPAIGN?? 


AW YOU/// YOU WERE OUR GAMEMASTER 
YOU SHQOLP PE SETTING THE EXAMPLE* DA 
DAMN IT/ I WANNA GET PACK TO THE GAME 

/ W 


PRlAN, YOU'RE BREAKING MY HEART, DUDE/ 

YOU WIRE THE GUY WHO INSISTED ON CARRYING 

WAUiT SIZED copies of your character sheets 

FOR EMERGENCIES IN CASE YOU STUMPLEP ACROSS 
A GAME ROLE-PLAYING WAS YOUR LOT,'/ 
WHATS HAPPENED TO ALL OF YOU?? 


POP, WILL YOU PLEASE SHUT 
UP ANP PLAY YOUR HAND?? 


YEAH, YOU'RE PElNG 
INCONSIDERATE 


EXTREMELY 

POP/ 


PON'T WORRY POP. WHAT YOU ARE 
FEELING IS EXACTLY WHAT HARP CORE 
WAR GAMERS EXPERIENCE? IN THE 
LATE 70'S WHEN THE FLEDGLING ROLE- 
PLAYING INDUSTRY OVER SHADOWED 

historical gaming, 

IT'S PAINFUL, I KNOW. 

PUT YOU'LL GET OVER |T. 


orw rr??? 

OH YEAH, WELL GET OVER THIS/' 

I PUY MY 

AMU LET OF PENNIES 

*-ON YOU/ THAT'S 4? 

POINTS OF DAMAGE. 
&■ "L/yN CONSIPER it PAYFACK/ 


HEY, DO YOU SUPPOSE THEY HAVE A 
SUPPORT GROUP FOR GUYS LIKE ME? 


WOW/ YOU HAVE AN AMULET OF 
PENNIES? THAT'S PRETTY RARE. 


CRIPES, | WAS JUST 
VOlQNG AN OPINION. 
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DRAGON PRESS 
AN, UT 84333 
Ol) 7SS- 9188 
1 ) 7 $ 3 - 354(5 



















Well, you're just gonna 
have to do it all over. 




Get in on the ground floor with this new 
and exciting Collector Card Game, 

Don't Miss Out 

54 card deck $6,95 * 8 card pack $1.45 
Greek Edition Soon To Be Available 

To order 

— N (81 6) 363-9363 

LjXft T hLmc| er Castle Games * P.O. Box 11529 

Kansas Ctty, MO 64138 
Dealer & Distributor orders welcome 
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